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Out revenge shall be an eternity of 

darkness! 











ry fighting a monster that feeds on 
pain; that rips its victims apart amt 
puts them buck together, over and 
over again, for all eternity. 


Enter the world of Larthdawn and battle 
the creatures of your worst nigntmares. 
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of Legends whose navies will be 
remembered lor generations to c ome. 
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Faux Pearls of Wisdom From the Editor 


Editorial 

“Why is there a SHADIS on your nose?” 


Note: We would 
like to apologize 
to Chris Myers, 
whose “Real 
Spies” artwork 
was accidentally 
credited to Chris 
Lackey in issue 
*20. Sorry, Chris. 


, Elevator temporarily 
out ol service. Pl«« 
1 °s. stairs. Thank you 
1 to, your cooperation. 
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A s many people tend to do during that time 
of year, 1 went visiting at the Ancestral 
Homestead over Christmas. Among other 
traditional holiday activities (seeing relatives, 
reading submitted manuscripts, catching bronchi¬ 
tis), 1 ended up in the optometrist’s chair with an 
ungainly multi-lensed '30’s-mad-scientist-movie 
contraption pressed up against my face, being 
measured for new glasses. I’d noticed that things 
had been getting rather fuzzier lately, and had 
decided that my optical prescription needed, if 
not a complete overhaul, then at least some body- 
and-fender work. 


headache went away. Similarly, there’s going to be 
an adjustment period while the new format takes 
its shakedown cniise. (One anonymous corre¬ 
spondent referred to #22 as the “Under 
Destruction" issue. Whoever you are, you’d better 
sit down before you leaf through #23.) Take some 
ibuprofin and let yourself adjust. 

Back this issue are Fin and Joe, as well as several 
other features — you’ll recognize them. Most of the 
things I talked about in last issue’s editorial have 
come to pass, like the first “Edge" (starting on p. 65) 
and the first Strange Vistas story, “Mate in Three," a 
Lost Souls work of fiction by Greg Stolze. 


My eyes are so bad that I’m legally blind if I’m 
not wearing lenses of some sort, and this means 
that it isn’t possible for me to just walk in off the 
street and pick up new glasses. For eyesight like 
mine, they have to send the lenses down from the 
Optometry Mothership. As a result, it was only a 
couple of weeks ago that a box arrived with my 
spiffy new glasses enclosed. I’ve been wearing 
them ever since, and it's a remarkable difference. 
Anybody who has gotten an upgrade in eyewear 
will know what I’m talking about; all of a sudden, 
it’s as if you’ve turned some knob very slightly and 
everything you look at jumps into focus. 

By now most of you suspect I’m rambling inco¬ 
herently and are considering turning to the comics, 
so I’ll come to the point. The overhaul that we’re 
giving SHADIS is like my change of prescription. 
The format which was perfect a couple of years ago 
is showing its age, and it’s time to update things a 
bit. (The tools are, of course, different; 
QuarkXPress and Adobe Photoshop instead of 
unholy face-hugging eyestrain-inducers and high- 
impact-plastic lens grinders. On the other hand, it 
wouldn’t surprise me in the least to discover that 
Photoshop had a “Grind Lens" filter.) 

There’s a less happy portion of the parallel, too. 
The first day I wore my new specs, 1 had a splitting 
headache all day. 1 knew it was coming, but that 
didn’t alleviate it any; 1 just needed to ride it out 
until my eyes had adjusted. Once they did, my 


For more information about the Edge, I'll refer 
you to its opening pages, where all will be made 
clear. The synopsis of the content is the same as 
ever: news, reviews, and time-dependent material 
(like this month’s Heresy: Kingdom Come con¬ 
test). The layout, however, is a bit wilder than 
even the “New SHADIS Look". Sure, the bulk of 
the magazine has gone to two-columns-plus-side- 
bar, but it’s still comparatively sedate. The Edge is 
under no such restriction. Hang onto the railings; 
they're there for your protection. 

Of course, we have standard SHADIS fare as 
well, like Roger Paul Spendlove’s “Foundations of 
Civilization", a tour de force of RPG culture con¬ 
struction, and “Hail To the King, Baby”, from Rob 
Vaux, John Wick, the covers of the supermarket 
tabloids, and the collective unconscious. 

Also check out “Bug Hunt”, the first half of a 
two-part Battlelords adventure. Don’t have 
Battlelords? No problem. As a subscription premi¬ 
um, we’ll send you a Battlelords rulebook free 
when you subscribe to SHADIS for a year. Stay 
tuned — this is the first RPG core rulebook we’re 
offering, but there are over half a dozen in the 
chute. Who knows what future months will bring? 

Even if I did know, I’m out of space. Enjoy the 
issue. 

-D.J. Trindle 
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n ost genre-based gaming is set in entirely 
different worlds from the one we live in. 
That’s the point of it being science fiction 
or fantasy or horror or whatever. A new 
world affords new story possibilities, new ideas, 
different ways of thinking, and of course, the 
chance to escape our mundane world for a period 
of entertainment. 

When I'm making a new world, it’s always easy 
to just re-work an historical Earth civilization — 
dress it up with new names and tweak a couple 
aspects — but the result usually leaves me (and 
my players) feeling uninspired. "Oh no, not anoth¬ 
er version of Medieval Europe!” “Isn’t this place 
just like feudal Nippon?” “So, what do you call the 
Roman Centurions in this world?” 

To prevent such reactions for my own gaming 
and fiction writing, I’ve come up with this list of 
details to consider when I’m creating a new civi¬ 


lization. It includes the obvious items such as reli¬ 
gion, government and military; but it also delves 
into oft-neglected aspects such as food supply, 
commerce and sewage disposal! Many of the 
derails may seem terribly esoteric, and inapplica¬ 
ble to an adventurous gaming campaign. But I’ve 
found that especially the small and seemingly 
unimportant details bring a great deal of life to an 
imaginary culture. They’ll make your players feel 
as if this civilization truly could exist in a self-sus¬ 
taining manner. “Wow! The people in this world 
have to use the toilet just like the rest of us!" “You 
mean this NPC actually has a job? He works for a 
living?” “Too bad they have to import so much of 
their food; they’re too dependent upon that 
banana republic they get their food from." 

I’ve written these details in the form of ques¬ 
tions — things to ponder as you create the back¬ 
ground material for your gaming campaign. You 


Have your 
. worlds all begun 
■I to look suspi¬ 
ciously similar? 



Are you forced 
into cribbing 
straight from 
history? 

No more. Read 
on — and start 
asking the right 
questions. 
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don’t necessarily have to answer every question, 
and certainly don’t need to write down volumi¬ 
nous answers. Mostly they’re things to think 
about. Keep the answers in the back of your mind 
and they’ll naturally pop up later to give your cul¬ 
ture a sense of completeness and internal consis¬ 
tency. 

Many an aspect will not pertain to your civi¬ 
lization at all, but you should explain to yourself 
why it doesn’t pertain. Often, this can be the 
spark for a whole branch of cultural details that 
really make it come alive. 

Sentences in italic type, usually beginning with 
Invent some dung.are direct instructions to flesh 
out a complete element and write it down. In all 
cases, these will be details you can (and almost 
certainly will) use in actual gaming sessions. For 
example: a distinctive food dish of which the 
characters can partake when they visit your cul¬ 
ture; or a style of clothing you can describe to 
illustrate how the people look; or a religious cere¬ 
mony the cleric character will perform. 


What powers the machinery of this civilization? 
In many ways, this is the most fundamental and 
important item to consider, for no civilization can 
develop without a source of power to free the peo¬ 
ple from the labors of mere survival. Of course the 
power source you choose depends upon the Tech 
Level of your game or this particular civilization. 
Also, consider non-earth-like situations such a 
world without fossil fuels or aliens from a non¬ 
oxygen atmosphere. Fortunately, with science fic¬ 
tion and fantasy, we can give our imaginations 
free reign to invent wild and bizarre possibilities. 

Although any moderately advanced civilization 
would employ several different fuels for different 
tasks, pick one as the single most important and 
most relied-upon fuel. Others will suggest them¬ 
selves when needed, but will not be the founda¬ 
tion of the entire civilization. This is true even in 
the real world, in that petroleum pretty much 
powers all the so-called “First-World” civilizations 
of the 20th century. Other power sources such as 
woodbuming, nuclear fission and photovoltaics 
are simply not the fundamental power in our 
world. 

Some examples and their fuel sources follow. 

Human or Animal Labor. The earliest founda¬ 
tion of any civilization, this can only drive purely 
mechanical devices. Despite being low-tech, for 
many tasks it’s simply the most efficient method 
conceivable. Even an extremely high-tech civi¬ 
lization will employ manual labor to some degree, 
although it may become less of a necessity and 
more an enjoyment. 

Fire. Fire is of course a basic source of power (at 
least on Earth), and it can be generated by wood, 
vegetable oil, animal-fat oil, coal, petroleum, fis¬ 


ln many 
^jiways, what 
W people eat and 
how they 
H acquire it 
m fundamentally 
9 determines the 
structure 
of their 
civilization.” 



sion, fusion or other methods arising from a sci¬ 
ence fiction concept. In higher technologies, the 
fire might be used merely to generate steam, 
which is the actual agent of power. Similarly, elec¬ 
tricity may be generated by any of the above, plus 
photovoltaic solar-cells. 

Magic. If magic is to be the culture’s sole (or 
even primary above others) power source, you 
should have an exceedingly thorough concept of 
how it works. Also, consider how prevalent and 
available it is to the general populace. Is the mag¬ 
ical power distributed to all or restricted to a few? 
Exactly how much of the peoples’ day-to-day liv¬ 
ing tasks can the magic accomplish? Finally, what 
does a reliance upon magic do the the psychology 
of the people? 

Future Science. One can extrapolate many 
current theories into workable systems. Some 
examples: Nuclear fusion, matter/antimatter reac¬ 
tion, harnessing quantum particle fluctuations, 
perhaps even psionics. 

Production & Distribution: Is the power (or 
its fuel) produced by individuals themselves for 
personal use, or generated centrally and distrib¬ 
uted to all consumers? Are there costs and conse¬ 
quences associated with this? 

Environmental Impact: Almost any conceiv¬ 
able power source must rely upon a raw natural 
resource as a fuel. Is it prevalent or rare? Is it 
replenishable or are supplies dwindling? Are the 
people aware of the balance/imbalance of use and 
renewability? Even if you don’t plan to make 
“environmentalism” a theme in your campaign, 
you should still consider these issues. 



The acquisition and distribution of food. What 
do the people eat and where is it found? How do 
they harvest the various items, and then process 
them into edible food. Invent a few distinctive dish¬ 
es for which this culture is known. 

Some categories: gathering, hunting, fishing, 
fowling, farming, ranching, processing, packaging, 
restaurants. 

Distribution of Food: Does most of the popu¬ 
lation produce their own food for themselves and 
family; or do they purchase it from professional 
providers (such as farmers, ranchers, processing 
plants, restaurants, etc.)? How does this civiliza¬ 
tion move the foodstuffs from source to market to 
consumer? 

In many ways, what people eat and how they 
acquire it fundamentally determines the structure 
of their civilization. For example, if they primari¬ 
ly hunt for food, then they will be nomadic, in 
which case they’re unlikely to have developed 
cities, higher technology or similar elements. 
Even the concept of permanency might be foreign 
to them. If they farm, they must be sedentary, 
which stimulates the development of leisure time, 
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Foundations of Civilization 


at least one resource which is rare and valued by your 
civilization. 

Some possibilities: water, food, animals (wild, 
managed, and domesticated), herbs & spices, lum¬ 
ber, quarried stone, mined minerals, gemstones, 
refined metals, fibers & textiles, petroleum or 
other fuels, radioactives, hydrogen or helium and 
of course magical and future science raw materials. 


cities, arts, and so forth. Of course, many truly 
interesting fantasy or science fiction worlds can be 
created by defying this concept and coming up 
with realistic explanations of how the culture 
developed counter to earthly expectations. 

Even social issues will be determined by how 
the food is acquired and processed. More on this 
later. 


Urban versus rural. For the most part, this will 
be determined by the location of the previous two 
items: Food and Natural Resources. Level of tech¬ 
nology will also be a factor determining how 
much of the population is actually needed to 
acquire these resources. Also, people tend to clus¬ 
ter around the most life-necessary commodity — 
water. 


Decide what materials are available to this cul¬ 
ture, and where they're located. Next determine 
how the people acquire each raw material, how it’s 
distributed to those who use it, and how it’s 
processed into products (usable or salable goods). 
Start thinking about the products manufactured 
from these raw materials, but you'll detail them 
later under the Commerce section. Invent at least 
one natural resource which this culture has in abun¬ 
dance over other peoples in their world. Also, invent 
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“When inventing 
this civilizations 
civic services,... 

0 consider 
architecture 
in the form of 
public buildings, 
churches, 
government 
facilities, ...and 
I institutions.” 


A 
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What types of shelters do the people build for 
themselves? Are they constructed by individuals 
or families for their own personal use, or by pro¬ 
fessional builders? What sorts of raw materials are 
prevalent in the region, and therefore used most 
often; what materials must be imported? How are 
the dwellings maintained to prevent decay, and 
are they passed on to future generations? Invent a 
few architectural styles. 

Later, when inventing this civilization’s Civic 
Services, you might consider architecture in the 
form of public buildings, churches, government 
facilities, institutions, and so forth. Such buildings 
usually tend to be more permanent structures than 
personal housing, and more artfully constructed. 



How do the people protect their bodies from 
the elements? Consider the climate extremes they 
experience, as well as the textiles and materials 
available. Will differences in social class or caste 
affect clothing styles in this culture? Don’t forget 
gender and age differences, as well as the needs of 
specific professions. Consider jewelry and decora¬ 
tions, prevalent color-schemes, hats and hoods, 
footwear, gloves, eyewear, and uniforms. Invent 
some distinctive fashions, styles and decorations. 

conrrac 

Trade and business within and without the soci¬ 
ety. 

Products: Consider regional specialties, prox¬ 
imity of raw materials, sources of skilled labor or 
craftsmen, and transportation to market. Some 
examples: textiles, clothing, leather goods, ores 
and refined metals, animals, food, liquor, spices, 
slaves or laborers, services, information, art, pub¬ 
lications, entertainment, tourists, vehicles, 
machines, weapons. Invent several (three to five) 
distinct products for which this culture is known. 

Imports: Decide what products are brought 
into this civilization from abroad and why (scarci¬ 
ty, luxury item, foreign technology, etc.). How are 
these products transported from source to market, 
and from market to consumer? Is this importing a 
major drain upon the economy? 

Exports: Decide what products are sold abroad 
and to where they are sent. Who are the buyers 
and why (scarcity, luxury item, proprietary tech¬ 
nology, etc.)? How does your civilization transport 
these products from source to foreign market? 
Does this exporting bring in a great supply of 
wealth to your culture? 

Monetary System: Does your civilization 
engage in any of the following: trade, barter, pre- 
established pricing, coinage, paper money, credit, 
usury? 

Intangibles: In addition to hard currency and 
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products, trade always brings other intangibles, 
both beneficial and detrimental. Knowledge, 
broadened mindsets, new technology, release of 
population pressures, religions, news, politics, dis¬ 
eases, moral decay, conflict and warfare. 



Consider the technologies and distances 
involved. Is communication immediate or 
delayed? This greatly influences the way their 
government will be structured, size of it’s domin¬ 
ion, and autonomy of the regional governments. 
How attainable are the various methods of com¬ 
munication by the general populace? If informa¬ 
tion plays a crucial role in this civilization, it must 
have a highly developed means of fast and accu¬ 
rate communication. Conversely, if communica¬ 
tions are limited, then the culture cannot have 
developed a great interest in or reliance upon 
mere information. Invent at least one means of dis¬ 
tance-communication employed frequently by your 
civilization. 

Some categories of communication: spoken, 
body-language, pheromones, pictorial, written 
(hieroglyphic, alphabetic, iconic), sign-language, 
moving pictures, empathic, telepathic, postal, 
broadcast, narrowcast, point-to-point. 

TtMNJPORTflTION 

Consider the technologies and distances 
involved. Can important destinations be reached 
quickly or do they require much travel? As with 
communications, this greatly influences the gov¬ 
ernment's stmeture, size of dominion, and auton¬ 
omy of any local governments. Also, decide how 
easily procurable by the general populace will be 
the various devices of transportation. Invent one or 
two interesting and distinct travel methods used by this 
rivilitation. 

Categories of transportation: public, private, 
mass, individual, groups and large groups, for any 
of the following modes. 

Modes: ground, surface water (ocean and 
river/lake), underwater, air, underground, telepor¬ 
tation, astral/ethereal, outer space, interplanetary, 
interstellar, intergalactic or other. 



The interpersonal relations of the members of 
this culture. 

Castes & Classes: such as slave, peasant, labor¬ 
er, untouchable, servant, craftsman, merchant, 
educated, professional, priest, ruler and so on. 
Define each class and how it interacts with the 
others. Is it possible (or even common) for an 
individual to raise himself or herself in social sta¬ 
tus? If so, by what means? 

Education & Literacy: Who can acquire an 
education, and how much? What percentage of 
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should explain why these customs have nothing 
to do with religious beliefs. Even in culture which 
practices no religion at all, their traditions must 
have developed from something in the past — 
most likely some sort of religious beliefs. In vent at 
least one custom for which this civilization is famous. 


the population is literate? Does the functioning of 
civilization depend upon it? Is more than one lan¬ 
guage or writing method employed? 

Institutions: such as religion, government, edu¬ 
cation, medicine, military, communications, 
transportation, news and information, research, 
entertainment, manufacturing. 

Of course there will be gender relations to con¬ 
sider between males and females (or other?). Also 
generational issues between the youth, adults and 
elderly. And in any advanced culture which 
engages in trade with other nations or species, 
there will very likely be minorities to deal with. 
Realistically, there should be some tension in 
most of the above relationships. If not, explain 
how this culture has surmounted such difficulties. 

KPJQION 

This is frequently the category the Storyteller 
of a fantasy game explores first. There have been 
many articles and guides published on this catego¬ 
ry, so 1 won’t delve into it in great depth here. If 
religion will play an important part of your cam¬ 
paign (as it usually does in fantasy games), you 
should make up at least one detail in each of the 
categories below. For example: completely 
describe one holiday, one ceremony, a few com¬ 
mon oaths, a myth or two, and so on. The more 
the better. 1 can practically guarantee that once 
you've concocted these details, they’ll get used in 
a story scene at some time or another! 

Ceremonies: Worship Services, Birth, Coming 
of Age, Adulthood (if different from Coming of 
Age), Marriage, Childbearing, Death, Other. 


amoni 

(If different from reli¬ 
gious customs.) Many of 
the same categories as 
for Religion, only you 


Holidays: Invent a story or myth behind 
each holiday (explaining why it’s holy), and 
how the people celebrate them. Some may 
be celebrated similarly, but most will be 
wildly different, owing to their diverse 
mytho-historical origins. 


Customs & Traditions: Beliefs and 
practices that people do “because that’s 
just the way it’s done around here." Such 
as: naming of children, oaths and male- 
dicta, marital relations, games, gift-giv¬ 
ing, moral and ethical beliefs, philosophy 
and theology. 


Myths to explain the how and why of 
things in the world. Superstitions to 
allay fears and inadequacies. Parables to 
enlighten and encourage. 
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International 
Relations: Any 

advanced civiliza¬ 
tion must have con¬ 
tacted others, mean¬ 
ing they must have 
relations with each 
other. Some exam¬ 
ples: amicable, neu¬ 
tral, antagonistic, 
enemies, formally 
allied, trade-part¬ 
ners, ambassadorial 
exchange. Do they 
engage in trade with 
each foreign nation? 
Consider what forms 
of national defense 
your civilization 
employs, and how 
aggressively they use 
it. Invent at least one 
antagonistic nation, 
and at least one amica¬ 
ble nation. 


least technologically), the more prevalent will be 
their forms of play, owing to their greater amount 
of leisure time. Some examples: storytelling, 
music, dance, drama, drawing, painting, sculpture, 
architecture, boardgames, acting, sports, merely 
observing profession¬ 
al sports, publica¬ 
tions. Invent at least 
one form of entertain¬ 
ment distinctive to this 
culture. 


QOVDINnCNT 

Again, this aspect 
is rarely neglected by 
gamers, as it’s usually 
the cornerstone of a 
gaming campaign. I 
recommend you 
devise your civiliza¬ 
tion’s government 
only after inventing 
the previous cultural 
categories. In this 
way, the governmen¬ 
tal details will not 
seem out of context. 


uiiuiifsinnEjiT 

You know the adage:“all work and no play...." 
Usually, the more advanced the civilization (at 


Domestic Affairs: 
How does the gov¬ 
ernment treat its 
own populace? 
Consider racial ten- 
., caste/class conflict, 
relations, taxation, unemployment, 
orphans. Who is considered a citizen, and can 
others acquire this status? Are non-citizens treat¬ 
ed differently? 


Some examples: secular holidays, myths and 
common stories, oaths and maledicta, mating and 
reproduction, games and entertainment, philoso¬ 
phy, unwritten laws or practices, manners and eti¬ 
quette. 
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Foundations of Civilization 


Legal, Penal & Judicial Systems: If there are 
laws (and how could any culture be considered a 
true civilization without laws), there must be a 
system for enforcing them. How are new laws 
made or old ones changed, if at all? How are they 
enforced? Who makes legal judgments? How are 
criminals dealt with? Some examples and cate¬ 
gories: a knightly caste, volunteer militia, police, 
military, mercenaries, hired security officers, 
courts, judges, prisons, rehabilitation. 


This is probably the most-neglected category of 
details when it comes to fleshing-out an imaginary 
civilization, probably because they deal with 
unpleasant items. Indeed, in our own real world, 
many of these things are kept hidden and out-of¬ 
sight. How often do you think about where your 
water comes from, or where your sewage goes? For 
precisely this reason, if you make up details about 
how your civilization deals with these issues, it 
will seem vastly more realistic. Many of these may 
or may not be governmental functions. 

Water Supply: For a large city, where does their 
water come from? How is it purified for human or 
humanoid consumption? How is it distributed to 
the various regions of the city? Is the reservoir sus¬ 
ceptible to any dangers or threats (such as 
drought, poisoning, overuse)? In an artificial com¬ 
munity such as a spaceship or space-station, this 
will be a particularly important issue. Some exam¬ 
ples: local river or lake, artificial reservoir, springs, 
aqueducts, pipelines, storage tanks, catchment of 
rainwater, vapor condensation, closed-system 
recycling. 

If water is not an essential for an alien life-form, 
you should make up some other element which is. 
Consider the same issues above for the other ele¬ 
ment instead. 

Disposal of Waste: Civilization produces a lot 
of waste, and no one wants to think about it or 
deal with it. But they must deal with it in some 
way or another. If not, a city would probably bury 
itself within months! Of course in a closed-system 
like a spaceship or space-station, nearly every¬ 
thing must be re-used or recycled. Typical items 
which must be disposed of: rainwater overflow, 
sewage, feces, food scraps, animal carcasses, road- 
kills, material processing dregs, manufacturing 
scrap, product packaging, broken machinery, gen¬ 
eral consumer refuse, recycling programs. 

Transportation Maintenance: If there is any 
sort of public transportation, someone must be 
responsible for it. It may be the government, or 
private enterprises, or even individuals. Consider 
road repairs, snow removal, clearing landslides, 
street-lighting, traffic control, building new roads, 
vehicle repairs, fuel stations, harbors, airports, 
spaceports, weather prediction. 

Public Buildings: These structures tend to be 
more permanent and sturdily built than simple 


family dwellings, for they are expected to be used 
by vastly more people. Also, they allow the cul¬ 
ture to display its wealth and esthetics to them¬ 
selves and visitors. Considers the buildings for 
institutions such as government, military, educa¬ 
tion, religion. Specific examples: harbors, airports 
and spaceports, hospitals, banks and offices/busi¬ 
nesses, museums, universities and schools, govern¬ 
ment capitols, treasuries and mints. 

Animal Control: Not only wild animals, but 
also domesticated ones could be a threat to peo¬ 
ples’ safety, due to disease, hunger, lack of preda¬ 
tors or over-population. 

Disaster Control: How is the civilization pre¬ 
pared to deal with natural disasters such as fire, 
flood, groundquake, hurricane, tidal wave, excep¬ 
tionally heavy snowfall, avalanche, drought? Are 
they able to predict such occurrences, and if so, do 
they have an infrastructure of preparedness for 
dealing with them? What about un-natural disas¬ 
ters such as war, terrorism, bombing, hostage 
crises, transportation accidents, sabotage, and so 
forth? 

Parks & Recreation: Does your culture set 
aside land specifically for recreational use? Do 
they manage the land, or leave it to run wild? 
What sorts of outdoor sports and activities do the 
people enjoy? 

Institutions: The government may sponsor 
various institutions such as:schools and universi¬ 
ties, museums, publications, healthcare, public 
housing, orphanages, employment services, land-, 
game- or natural resources management, trans¬ 
portation system(s), communication system(s), 
religion, recreation, etc. 

One final suggestion: pick a handful (three to 
five) of distinguishing characteristics from any of 
the previous categories. These will become the 
attributes for which the culture is most famous, 
the things for which everyone else in the world 
remembers them. Some examples from the real 
world: France is known for its exceptional variety 
and quality of wines; the Eiffel Tower, and its 
romance language. Mexico is known for its pover¬ 
ty, many archeological sites and beach resorts. 
India is known for its philosopher-politician 
Gandhi, extreme over-population and its reli¬ 
gions. These are by no means a complete picture 
of each civilization, but merely quick, easily 
remembered attributes which quickly evoke the 
essence of the culture to an outsider. 

When building your fictional civilization, 1 rec¬ 
ommend inventing the above listed aspects in 
roughly the order I've presented here. Although 
they’re not strictly in a chronological order (earli¬ 
est developments to later inventions), I’ve listed 
them in a way that works best for me. Start with 
the essentials of life, add the foundations of civi¬ 
lization, later develop the richness of culture, and 
finish with the infrastructure that keeps your 
world functioning. 



“Pick a handful 
of distinguishing 
characteristics 
from any of the 
previous cate¬ 
gories. These will 
become the things 
for which every¬ 
one else in the 
world remembers 
the culture 
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MasterBooh is a universal roleplaying game rules system — 
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$20, plus $3 shipping and handling, to the address listed 
below. 

The MasterDeck 

In this book, you will see references to the MasterDeck, 
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use the MasterBook system. 
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West End Games 

RR3, Box 2345 

Honesdale, PA 18431 
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Itoli V.iiix & John Wick 


Possibility Wars have ripped across the planet, transforming all that was known and loved into a 
H nightmare. Knights and barbarians duel across the British Isles while unspeakable Gothic honors 
Z9 have engulfed Southeast Asia. The Middle East has been rocked by the pulp-fiction armies of Dr. 
Mobius, and North America battles desperately against the prehistoric reality of the Living Land. The Wars 
have touched every comer of the globe, a' men and women of our beleaguered reality fight to reclaim what 
is theirs. 


Now is the time for heroes. 


And we're not talking about your average, piddling, run-of-the-mill Storm Knights, either. We're not talk¬ 
ing about your Johnny-come-lately, instant-name recognition, 1-gotta-do-it-cause-no-one-else-can kind of 
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Hail To The King, Baby 





wiches. He is THE ELVIS. 


The number of King sightings began increasing 
astronomically when the Possibility Wars began. 
Soon, “authentic” photographs were appearing in 
checkout lane tabloids, and thousands of truck- 
stop waitresses started swearing that he had come 
in for the Blue Plate Special. These reports were 
dismissed as such reports often were. They were 
compounded by the often outrageous descriptions 
that accompanied them: that his duck-tail hair 
was steel-gray, that he wore a katana strapped to 
his back (in addition to the guitar), and that his 
custom three-wheeled Harley had a large number 
of lethal weaponry attached to it. But as time 
went on, more and more “legitimate" sources 
began reporting on his whereabouts, and / 
rumors of live performances were cropping I 
up like weeds. Soon, entire communities > 

had seen and heard him with their 
own ears. The nay-sayers were Jg ' 

slowly silenced as more and 
more people stepped for- f 
ward ro confirm his exis- A ^ Tt, ““ 
tence. Then, one f 


to appear just in the nick of time to save an 
enclave from assault or assist an army convoy in 
getting their cargo through. And he was utterly 
immune to the effects of the Living Land and 
other Cosms. Elvis was a Storm Knight! 




Since returning, the King has realized what 
needs to be done to save his country. 
Strengthened by the adoration of his loyal fans 
(who believed even before the Possibility Wars) 
and by the recent influx of new fans (musical and 
otherwise), he has traveled the highways and 
byways of America, spreading the words of hope 
and truth. He sings his songs to any who would lis¬ 
ten, while carving his legend anew by battling 
against the High Lords. Recently, he has hit 
y upon an astonishing tactic: by singing about 
V other folklore heroes, he can build upon exist- 
'li^. ing feelings towards those heroes, and 
ttCX infuse them with enough Possibility 
/X s Energy to restore them to reality. 

He discovered how quite acci- 
\ dentally during a perfor- 
mance at the Alamo in 
. \ San Antonio: the 


V 


Y 



Ecstasy?” Naw. 
But he is a Mage 
that Awakened 
back in the ‘70’s 
and is re-animat- 
ing the legends of 
Earth to fight 
against the 
Technocracy 
(Elvis only plays 


acoustic now-a- 


he made a surprise 


of the place and the possi- 


days). 

• IMMORTAL: 

He’s fighting 
against the 
Sanguinary with 
the power of rock 
‘n’ roll, baby! 
Elvis would make 
a great light¬ 
hearted break in 
the doom-laden 
world of the 
Immortals. 
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Hail To The King, Baby 


“Thank yuh, thank 
yuh , thank yuh 
vena much. This 
next song’s gain’ out 
to all those hard- 
workin' folks out 
there still fightin’ 
against the dark." 




attempt to resurrect Paul Bunyan and Babe the 
Blue Ox was a complete failure. When the King 
discovered that Paul began as a promotion for a 
lumber company, Elvis decided to focus on leg¬ 
ends that had roots in reality. 

United under the “Memphis Colonel,” the four 
have traveled the length and breadth of North 
America, spreading the word and helping their 
fellow Americans however they can. Other Storm 
Knights have tried to join them, but are politely 
rebuked; appearing in the company of others may 
weaken the delicate energies that have brought 
them forth. Stats and details of the Four 
Horsemen of the Deliverance (as they now style 
themselves) follow. They should be considered 
NPC’s, as their mythic stats are just too powerful 
for most fairly balanced campaigns: 

Hlvis I*rcs8lev» ICiiifl of 

ICock mill Itoll 

(Storm ICnij|lit/A\iisicimi) 

Dexterity: 10 

Fire Combat: 13, Maneuver 12, Melee Weapons 

13, Unarmed Combat 12 

Strength: 10 

Toughness: 10 

Perception: 11 

Land Vehicles 14 

Mind: 12 

Artist 18, Survival 14 
Charisma: 16 
Charm 19, Persuasion 19 
Spirit: 10 

Faith 13, Reality 13 
Possibilities: 30 

Equipment: Leather jacket with fringe on the 
sleeves, three-wheeled Harley, katana, acoustic 
guitar, two mini-Uzi submachine guns. 

Quote: “Thank yuh, thank yuh, thank yuh 
vena much. This next song’s goin’ out to all those 
hard-workin’ folks out there still fightin’ against 
the dark.” 

Elvis has been wandering the back roads of 
America ever since he faked his death in 1977 (at 
least, that’s what he says), He lost his flab, began 
training in various martial arts (some unknown 
urge drove him on, he claims), and all the while 
kept performing in lonely bars and tent revivals 
all across America. When the Possibility Wars hit, 
his purpose became clear, and he dedicated his 
life, his skills and his music to the cause of free¬ 
dom. 

Since his return, he has been approached by 
various government agencies (and not a few 
record companies) interested in contracting his 
services, but he has refused them all, saying “Ah 
gotta keep in touch with my people, boys, and Ah 
just can’t do that behind uh desk or a-sittin’ in uh 
studio.” He has, however, taken certain freelance 
missions offered by the U.S. government, and will 


always assist any enclaves or communities he hap¬ 
pens to be passing through. His swordplay and 
marksmanship have saved countless people from 
unspeakable death, and his music continues to 
bring hope to the heart of America. 

Elvis’s only disadvantage compared to the three 
men under him is his age. While the others have 
achieved a timeless quality that allows them to 
stay young, the King’s reappearance is based on 
the belief that he never died. Therefore, he is as 
old as he would be had he never died, i.e. in his 
late fifties. While he’s kept himself trim and fit, 
he’s starting to feel the effects of his age, and can’t 
always maintain the same pace as the others. His 
hair is an iron gray and wrinkles have begun to 
crease his brows, but his eyes still have the pene¬ 
trating warmth that made teens of the ’50s weak 
at the knees. He typically wears a black leather 
jacket (with fringe on the sleeves and the image of 
a baying hound dog on the back), matching black 
chaps and cowboy boots. His katana is always 
strapped to his back and a pair of oversized hol¬ 
sters dangle from his belt to hold his SMGs. 

Ilnvv Crockett, Kill]) of Hie 

Wilil Frontier 

(Storm Knijjlit/Trnckcr) 

Dexterity: 12 

Fire Combat 15, Stealth: 15 
Strength: 12 
Toughness: 12 
Perception: 14 

Camouflage 1 5, Tracking 17, Trick 16 

Mind: 9 

Survival: 12 

Charisma: 11 

Spirit: 8 

Possibilities: 10 

Equipment: Buckskin clothing, coon-skin hat, 
Bowie knife, M-16, powder horn. 

Quote: "I’ve stared down Santa Anna’s entire 
army and didn't give him a blink. You think some 
overgrown garden snake’s going to scare me?” 

Davy Crockett appeared after Elvis’ premiere 
concert at the Alamo. Presley closed the concert 
with a cover of the old "Davy Crockett” tune and 
the audience's chant seemed to have some kind of 
mystical effect over the entire evening. Just after 
the show, Davy appeared to the King in the men’s 
room, complete with coonskin hat. He didn’t 
know how or why he was there, but the King 
quickly ascertained what had happened. He 
offered Crockett the chance to help him to take 
back a new and dangerous American frontier: the 
Living Land. Crockett, of course, couldn't resist. 
Davy doesn’t seem to have the aging problem that 
Presley has, and has even performed some out¬ 
standing feats of tracking and tricking in the 
Living Land, despite the mysterious mist that 
seems to befuddle the U.S. Troops. He hates the 
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and everything else you need to play. 
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huge muscles seem constantly bathed in a sheen 
of sweat. He wears a pair of denim overalls and 
workboots, and his hammers are either carried in 
each hand or strapped across his back. 


eidenos with a passion, and considers any 
dinosaurs who cross his path easy prey (these feel¬ 
ings are presumably mutual). He’s just recently 
heard about the deadly velociraptor and has 
decided they represent a personal challenge to his 
skills. Crockett has sharp blue eyes and sandy 
brown hair beneath his cap (which has never fall¬ 
en off). Although he has replaced his Kentucky 
rifle with an M-16, he has never really had any 
problems with Possibility backlash. He rides 
alongside the King on an old Harley two-seater 
(complete with sidecar). 


Johnny A|»|»lcsecil, 
Freelance Farmer 

Dexterity: 9 
Strength: 8 
Toughness: 8 
Perception: 10 
Mind: 12 
Charisma: 14 
Spirit: 12 
Possibilities: 10 

Equipment: Iron pot (on head), work clothes, 
bag of seeds (special: see notes below) 

Quote: “Plant these seeds wherever you can; 
you’ll be surprised at the wonderful things that'll 
happen.” 

Johnny Appleseed appeared in Eastern 
Washington just after Elvis and his entourage 
managed to uproot one of the Living Land’s stelae. 
The influx of Possibility Energy and the presence 
of three living legends in such close proximity 
caused the young Appleseed to fall right out of a 
transformed apple tree onto John Henry’s head. 
Never one to look a gift horse in the mouth, the 
King took the young Appleseed into the group, 
and he has riden with them ever since 

With his constant spreading of apple seeds, 
Johnny has accomplished something monumen¬ 
tal. By planting the seeds (and encouraging others 
to do so as well), he has begun to make North 
America a literal orchard of possibilities. When 
he gathers a group of Core Earthers together to 
plant a tree, their investment of Possibility Energy 
causes the tree to become a kind of “little hard 
point." It certainly does not have the powers of 
something as great as the Grail or the Eiffel Tower, 
but the trees do provide a kind of stelae for Core 
Earth, making all rolls a character from another 
Reality makes at -1 and all core Earth characters’ 
rolls at +1. The recent successes of the U.S. Army 
against the Living Land are in part due to Johnny’s 
trees. 

Appearing as a youthful seventeen year old lad 
with red hair and dimples, Appleseed has become 
an endearing addition to the Four Horsemen. He 
tends to ride in Davy Crockett’s side car, but has 
been known to lay in the bed of John Henry’s 
truck, riding with the wind whipping through his 
hair. His optimism and eternal energy have 
instilled a new fire in the King of Rock ‘n’ Roll, 
inspiring him to even greater moments of courage 
and humanity. 


.IoIiii Henry, 

“ICnilronil Worker”* 

Dexterity: 11 

Melee Weapons - Hammers 16 (be afraid) 
Strength: 17 
Toughness: 17 

(treat these as “Super Attributes” from the Nile 
Empire Sourcebook) 

Perception: 9 
Mind: 9 
Willpower: 12 
Charisma: 9 
Spirit: 12 
Faith 14, Focus 12 
Possibilities: 10 

Equipment: Overalls, workboots, sledgeham¬ 
mers. 

Quote: “You asked why I’m here. I’ll tell you 
why I'm here. I’m here to prove to you folks that 
there ain’t nothin’ a li’l determination and faith 
can't do. Trust me, 1 know." 

One night in the middle of the Missouri marsh¬ 
land, Elvis was singing an old folk song to a little 
boy whose parents had disappeared into the 
Living Land. The folk song told the story of John 
Henry, the Big Man Who Beat The Machine, and 
out of the darkness the Man appeared. He was as 
big as a bear, was wide as a Texas sky and he was 
carrying two sledgehammers, each bigger than 
Davy Crockett’s head. 

Ever since that night, John Henry has been rid¬ 
ing with the King. He doesn’t talk much, but 
when he does his voice is low and harmonic. He 
sings most of the time: always old railway songs 
and gospel melodies, something that makes the 
King smile. Most of his activities have consisted of 
helping various communities with construction 
projects, and he has gone a long way towards 
restoring the nation’s railroad network. Many 
eidenos have crossed his path, and none have 
lived long enough to regret it. 

John rides alongside the King in a big blue rusty 
Ford pickup truck. His bald head and inhumanely 


“Calling John 
Henry a ‘railroad 
worker’ is like call - 
ing the Eiffel Tower 
a TV antenna." 


* Calling John Henry a “railroad worker" is like calling the 
Eiffel Tower a TV antenna. 
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lights. Camera, Adkwi! 


from his verbal assault, the young man lets loose 
with his pistols and tries to gun them down. 

Action: The gunslinger in question is William 
Bonney, aka Billy the Kid. But he's not the 
William Bonney of history, he’s the William 
Bonney of mythology. He’s handsome and witty 
and not quite a had guy — he just likes gunning 
people down. He’s killed almost forty people since 
he arrived here, and his violence is becoming 
infectious. 

Billy is the product of Tharkold, an attempt to 
extend that cosm’s influence. 
Jazrael has studied the Four 
Horsemen for some time, and 
/ she’s managed to learn Elvis’ 

secret of regenerating Core 
£/ Earth legends. Now she 

J wants to reincarnate her own. 

She’s begun with Billy The 
\ Kid, and plans on advancing 

HHlV to J°^ n Dillinger and 

William Tecumseh Sherman 
1 \ / "P soon. She's managed to 

M implant Billy with enough 

subtle cyherware to control 
v his act ' ons without his 

\ / knowledge, and hopes to 

jy 2f repeat the process with other 

1 “creations." When she’s sue- 
gfc ccssfully brought back 

Dillinger and Sherman, she 
intends have all three meet 
up and begin asserting a more 
“brutal" reality onto Core 

Earth. 

Whether the Four Horsemen participate in this 
scenario or not is solely up to the CM. 

Hopefully, this article has given you enough 
ideas to bring other Core Earth heroes back to 
fight alongside your Storm Knights. Every country 
has figures like these, and if your campaign isn’t 
set in America, you can substitute Elvis and his 
companions for different heroes. West End has 
already touched on King Arthur, but Beowulf, 
Don Quixote, Sherlock Holmes, Heracles and 
Cyrano de Bergerac are also strong candidates 
(just to name a few). If you want to bring heroes 
out of other Cosms, it will require a little more 
care, but can still work admirably: imagine a 
cybered-up Joan of Arc or a vampire-hunting 
Richard Burton... 

Whoever you choose to bring into you cam¬ 
paign, keep in mind that they are very special, and 
should stay that way. Too many legends wandering 
around will ruin their impact, so use them spar¬ 
ingly. But no matter who they are or how many, 
they should all embody characteristics that keep 
the hope of their culture alive; they are beams of 
light standing against the encroaching darkness of 
the High Lords. 

Hail to the King, baby! 


Pmviis mill Khif)s 

Lights: The Storm Knights arrive in a town in 
the midst of chaos. They learn that the Four 
Horsemen had only just arrived and had settled 
down for a bit to eat (in a little roadside diner as 
The Colonel always demands), when a pack of 
eidenos erupted onto the scene. The King and the 
crew were unable to stop the eidenos from snatch¬ 
ing away Johnny Appleseed just before they dis¬ 
appeared into a manhole 
cover. The three remaining 
Horsemen chased after them 
and have not been heard 
from since. Just a chance to ^ 

meet four legends should be I 

enough to get your players to - 

chase after Elvis and Co., but 
if it isn’t, have the party W 
arrive just as the eidenos are 

Camera: Down in the sew- 
ers, the Knights discover that C; 

not all is as it seems. The tun- f 

nels are pitch black and 
appear to be almost one hun- 
dred years old, complete with \ 

crumbling brick walls, filthy 
water and old (unusable) 
gaslight lanterns. If they try 
to find their way back to the 
surface, they’ll find that their 
efforts are unsuccessful. 

Action: The eidenos are being misled. The one 
responsible for the abduction is the Gaunt Man, 
He’s heard rumors of the return of the King of 
Rock ‘n’ Roll and he has a sneaking suspicion that 
Elvis is much more important than he realizes. 

The Gaunt Man is right. Elvis is a living, 
breathing Hard Point, and the Gaunt Man’s plan 
to bring him to Orrorsh (via the Land Below) is 
working perfectly. It’s up to the Storm Knights to 
save Johnny and help Presley before the High 
Lord of Orrorsh can steal away the King. 

“I’ll iWnkc Yn Famous ...” 

Lights: In a small town in New Mexico, a spur 
of violence has taken the townspeople off guard. 
In addition to the mindless bloodshed, sightings 
of “demons" and “devils" have begun to drive the 
townsfolk mad. The mayor begs the Storm 
Knights for assistance. 

Camera: Just when the Storm Knights have it 
all figured out (obviously Tharkold is trying to 
drop more stelae), something very bizarre hap¬ 
pens. A young man with a lantern jaw and a two 
pistol rig confronts one of the Storm Knights. He’s 
wearing outlandish Western clothing and speaks 
with incredible wit and cunning. Before the 
Storm Knights have a chance to even recover 


The Lights, 
Camera, Action! 
scenario format 
will be instantly 
recognizable to 
the longtime 
SHADIS reader. 
They’re likely to 
return in sull- 
blown form next 
month; mean¬ 
while, here are 
some Kingly sce¬ 
narios to whet 
your appetite. 








ctdzy 

CJW o^L 



"The best role-playing games provide both 
an exciting milieu in which to adventure 
and an elegant set of mechanics to define 
characters and actions, mechanics that 
become transparent during play, DLB is 
one of those games." 

Lester Smith, Dragon Magazine 

"If you're looking for something different 
in a horror RPG and love TheX-Files , I 
recommend this game." 

Thomas Kiccardi, Inplwbia Magazine 
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Characters 


Hazards 


Adrazar...FI 

Alatar.F2 






FI 

_Afintnr. 

_U 

_AfVKT. 





.......u 


FI 


FI 





Bifur 

CB 










FI 






.U 





























_CA2 













Brigand*; 










Clouds..„._ 

...R 


_Corpsecandle._ 


_Corsairs ofUmbar_ 

_Crebain- 

_Daelomin_ 

_Despair of the Heart 

_Doors of Night.. 


_Dragon's Desolation _ 


.Galadriel 

_Galva.. 

.Gamling the Old 







.U 
























CB 












U 



















_Peath . . . 

_ 

.FI 


_Half-trolls of Far liarad _ 

_Hoarmurath of Dir .. 

_Huorn.. 


_Pippin 

_Radagast 

_Robin Smallburrow... 

_Sam Gamgee... 


.Mouth of Sauron 


-CA 

—R 


...CA 









......FI 











Vtteli 

.-.CB 













Ore-lieutenant..... . 

.U 


_Orc-patrol_ 

_Ore-warriors___ 

_Orc-watch_ 

_Pickpocket_ 

_Plague of Wights. 

_Pukelmen_ 

_Ren the Unclean_ 

_River- 

-Rogrog- 

_Shelob_ 

-Siege- 

_Silent Watcher_ 

_Slayer_ 

_Smaug_ 

_Snowstorm_ 

_Storms of Ossk_ 

_The Balance of Things. .. 

_The Burden of Time_ 

The Great Goblin_.... 

_The Nazgul are Abroad. 

_The Pale Sword_ 

_The Precious. 

_.The Ring’s Betrayal_ 

_.The Will of Sauron- 

_The Will of the Ring.. 

_Thief_ 


_R 

..CA2 

_R 

_R 

_.R 

__R 


_Tom fTuma) ...... 

Tnnkish Blood.. 

Traitor... 

Twilight 


...CB 

.R 


Jjvatha the Horseman.. 

_Wake of War_ 

_Wargs . 


-CA2 
-R 


-U 

-CA2 

.Watcher in the Water_U 

_Weariness of the Heart_CA2 

_William (Wuluag)_U 

_Witch king of Angmar_R 

_Wolves_CA2 

_Words of Power and Terror_R 

Regions 

_Andrast_ 

_Andrast Coast_ 

_Anduin Vales_ 

_Anfalas_ 

_Angmar- 

_Andrien_ 

Arthedain_ 

I of Belfalas_ 

elfalas_ 

Brown Lands_ 














_Fangorn- 

-__CB 


_CB 

...CB2 

_.CB 


_Grey Mountain Narrows.__CB 


_Gundabad.. 


...CB 















_Ithihen 

_Khand 

_Lamedon__ 

_lebennin __ 

_Lindon. 

_Mouihs of the Anduin . 

_Northern Rhovamon 

_Numenador 

_Nurn __ 

_Old Pukel Gap 

_Old Pukel land 

_Redhorn Gate ... 

R hudaur_ 

, Rnnan .. . _ it M 

_Southern Mirkwood 

_Southern Rhovamon . 

_The Shire.. 

_Udun 

_Western Mirkwnod 

_Withered Heath 

_Wold & Foothills 

_Woodland Realm.. 

Resources 

i Chance Meeting 
. Friend or Three — 

Align Palantir - 

Anduin River_ . , 

Anduril... 

Army of the Dead . 

_Ash Mountains 

_Athelas-- 

_Beautiful Gold Ring 

_Beornings 

_Bill the Pony 

_Block.... 


_Blue Mountain Dwarves... 

_Book of Mazarbul. 

_Bridge_ 

_Clear Skies_ 

_Concealment... 


.Cracks of Doom.. 


_Dagger of Westerncssc... 

_Dark Quarrels 

-Dodge- 

_Dreams of Lore 

hjnlendmgs . . 

n's Axe_ 



.CB 

CB 

-CB 

CB2 
CB2 
v B 
CB2 
CB 
CB 
CB 
CB 
CB2 
CB2 
. CB2 
CB2 

.CB 

CB 

-CB 

CB 
. CB 
CB2 


...CB2 


CB 
. . CB2 
. .U 
CB2 
R 
R 

_CB 

...U 

. CA2 
.FI 

..U 

...CA 

.U 

_.U 


.CA2 

CA2 

.... CA 

CA2 

_FI 

_U 

Ring of Banns Tribe-R 

Ring of Bavor s Tribe __R 

_Dw Ring of Drum's Tribe R 

D w Ring of Dunns Tribe R 

_Dw. Ring of Dwahns Tribe R 

_Dw Ring of Thelor’s Tribe L 

D w Ring of Ihrar's Tribe U 

_Eagle mounts_ R 

_Farth of Galadnels Orchard . . L 

_Easterlings __R 

_Elf song-- K 

_Elf stone _ ( B2 

_Elven Cloak_ _ CA2 

_Elves of Lindon . R 

_Enl draughts _U 

_Ents of Fangorn __..... FI 

_Escape- CA 

Fair Gold Ring_CA2 

Fair Sailing_ R 

Fair Travels in Border lands...CA 

Fair Travels in Dark-domains...R 

Fair Travels in Free-domains...R 

Fair Travels in Shadow-lands__,CA 

Fair Travels in Wilderness-.CA 

Farsight_.CA 
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CA2 






. FS 


..u 


....u 






.R 


.CA 




.R 


. CB2 


.CB2 


.CA 


.CA2 


.R 


....._U 


.R 


.CB 


.CA 


.FI 


.CA 


...U 




.U 




.CB2 


._U 


.R 


.CA 


.U 


.U 


..11 


.U 




...u 


........FI 






.U 




........u 


.CA 


.CB2 


.U 


.R 


.CB 


...CA 


.U 


.R 


.R 




.CB 


.CB2 




.R 










.R 


.R 


_CB 


..CA 


._....U 


..CA2 




_U 





Red Arrow. 

. u 


_Red Book of Weslmarch.. 

-Reforging- 

_Rescue Prisoners- 

_Relurn of the King- 

_Riders of Rohan—. 

_Ringlore- 


_CA2 
—R 


_Risky Blow_ 

_Rode the Rav 


Sacrifice of Form... 


_Sapling of the White Tree_ 

_Scroll of Isildur_ 

_Secret Entrance- 

_Secret Passage-CA 

_Shadowfax._R 


.Shield of Iron-bound Ash. 

_Skinbark-- 

.Southrons_ 

.Star-glass.__ 

.Stars- 

.Stealth_ 

.Sting- 

.Stone of Erech- 


_CA2 
_R 


_U 

_U 

_CA 

_U 

_R 


_Sword of Gondolin_ 

_Tempering Friendship.. 

_Test of Form_ 


.Test of Lore- 

.The Arkenstone._ 
.The Cock Crows.. 
.The Evenstar_ 


_U 

_.CA2 
_CB2 
-CA2 
-CA2 
_R 


.The Great Eagles. 
.The Mithril-coat _ 


_.CA 

.R 


_The Old Thrush- 

_The One Ring_ 

_The White Tree_ 

_Thorough Search- 

_lorn Bombadil- 

_Torque of Hues_U 

_Tower Guard of Minas Tirith-FI 

_Tree beard_ U 

_True Fana_R 

_Use Palantfr-U 

_Vanishment-.CA 

_Variags of Khand-R 

_Vilya_R 

_. CB 

_R 


.White Mountains. 

.Wizard's Fire_ 

.Wizard s Flame_ 


.Wizard's Laughter- 

.Wizard's Ring- 

.Wizards River-horses 

.Wizard's Test- 

.Wizard's Voice- 

.Wood-elves_ 

.Woodmen- 


_U 

-U 


_.U 

.CA 


.Woses of Old Pukel-land _ 


.Woses of the Driiadan Forest 


Sites 



_Dead Marshes. 





.CB 




.CB 




...FT 


...CB 




.CB 






_.CA 


...U 






.Fl 


_I limring_U 

_I re rock_U 

_Iron Hill Dwarf-hold.....,F1 

_Isengard-F2 

_isles of the Dead that Live.R 

_Lake-town-.CB 

_Lond Galen_.CB 

_l-orien- ,CB 

_Lossadan Cairn__.CA 

_Lossadan Camp- .CB 

_Minas Morgul.R 

_Minas Tirith-F2 

_Moria_ F3 

_Mount Doom—.U 

_Mount Gram- F2 

_Mount Gundabad__U 

_Old Forest-.CA 

_Ost-in-Edhil_U 

_Pelargir- CB 

_Rhosgobcl... F2 

_Rivendell.. ...CB 

lined Signal Tower-F2 

i Goriwing.CA 

Shelob's Lair_R 

_Shrel-Kain_.CB 

_Southron Oasis.. R 

_Stone-circle_R 

_The Lonely Mountain_F2 

_The Stones_R 

_The White Towers_U 

_The Wind Throne_F5 

_Thranduil's Halls... IT 

_Tolfalas_ R 

_Vale of Erech..R 

_Variag Camp_R 

W eathertnp___ ..F4 

_Wellinghall__ .FI 

Woodmen-town_.CB 

_Wose Passage-hold_.CB 



Key to Nonstandard Rarity Abbreviations: 

CAl: appears once on the general common sheet 
CA2: appears twice on the general common sheet 
CB1: appears once on the booster-only common sheet 
CB2: appears twice on the booster-only common sheet 
F#: appears in # different fixed sets (out of five) 
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The Dark Side 


Characters 




...R1 






_ ..Ul 



.. .Ul 






.R1 



_Ul 



._.C2 



...R2 



...R2 

DS 61 2. 


-.—Ul 

DS 6! 3. 


.R1 



..U2 



....._ .Ul 



. R2 

General Tagge. 

.Imperial.. 

.R2 


_Grand MoffTarkin- 

_Imperial Pilot_ 

_Imperial Trooper Guard.. 

_|awa....-.. 

_Kitik Kecd'kak. 

_Labria___ 

_Lieutenant Tanbrts_ 

_LIN-V8M.... 

_M'iiyoom Onith. 

_Mse-6 'Mouse' Droid.... 

_Vyo- 

_Ponda Baba- 

_Prophetess ___ 

_R1-G4 

_Slormlrooper- 

_Tonnika Sisters —- 

_Tusken Raider ..._ 

_WF.D15-1662 Treadwell .. 


—.Imperial... 

....Imperial... 

-Imperial... 

-Alien- 

-Alien- 

--Alien- 

.Imperial.— 

_Droid_ 

_Alien_ 

.Droid_ 

..Alien_ 

...Alien_ 

.Alien_ 

...Droid- 

......Droid- 

-Imperial — 

-Alien- 

_Alien_ 

_Droid_ 


Devices 

_Ul 




_Cl 


___C2 


.. .a 


.. U2 


...C2 


_C2 


.C2 

Effects 

_ A Disturbance In The Force.... 

......Ul 


_Banns Keeg - 

_Blast Door Controls_ 

_Blaster Rack _ 

_Dark Hours_ 

_Death Star Sentry- 

_Disarmed _____ 

_Expand The Empire_ 

_Fear Will Keep Them In lane_ 

_1 Find Your Lack Of Faith Disturbing. 


_I've Lost Artoo!_ 

_|awa Pack_ 

_Ket Maliss_. 

_Macroscan_________ 

_Mnlatnr 

_Presence Of The Force... 

_Reactor Terminal- 

_Sunsdown_ 


_Ul 

-Ul 

_C2 

_ a 

-R1 

_R1 

_U2 

-Ul 


_You Overestimate Their Chances... 
_Your Powers Are Weak. Old Man.. 


Locations 

_Alderaan---System_R1 

_Dantooine-—System-U1 

_Death Star: Central Core_Site_U2 

_Death Star: Del Block Con.-Site-Cl 

_Death Star: Dock. Bav 327_Site_C2 

_Death Star: War Room_Site_U2 

_Death Star: Lvl. 4 Mil Core_Site_Ul 

_Kessel--System-U2 

_Tatooine- -System-C2 

_Tatooine: Cantina__Site_R2 

_Tatooine: Docking Pay-Site_Cl 

_Tatooine: |awa Camp__Site_Cl 

_Tatooine: jundlair Wastes.-Site_Cl 

—Tatooine Lars’ Mor n Fan-_Site_U2 

_Tatooine: Mos Eisiey_—Site_Cl 

_Yavin4. ...System-C2 

_Yavin 4: Docking bay..Site_C2 

_Yavin 4 |ungle-Site_U2 

Lost Interrupt* 



... .....C2 




_JU 



_Dead Jawa______ _ _ 

_C2 


Full Scale Alert- 



_.R2 







_Kintan Strider... 

Cl 


_Limited Resources_ 

L ocal Trouble_ 

_Lone Pilot_ 

_Lone Warrior_ 

—Look Sir, Droids_ 

_Moment Of Triumph--...... 

_Nevar Yalnal- 

Overload__ 

_Physical Choke___ 

_Precise Attack_ 

_Set For Stun--- 

_Takeel_ 

T he Circle Is Now Complete___ 

T he Empire's Back_ 

_Trooper Charge_ 

_Tusken Scavengers_ 

_Vader's Eye_ 

We’re All Gonna Be A Lot Thinner!_ 


Starships 


_Black 3.......... 











....C2 

Vader's Custom Tie.. 

.R1 


Used Interrupts 

_Alter___ 

_Boring Conversation Anyway_ 

_Dark Maneuvers_ 

_Elis Helrot_ 

_Emergency Deployment- 

_Evacuate?_ 

_Imperial Barrier_ 

_Imperial Code Cylinder- 

_Ommni Box........ 

_Scanning Crew_ 

_Sense- 

_Tallon Roll_ 

_Trinto Duaba........... 

_Utinni!........... 

Utlnni Effects 

_|uri Juice_ 

_lateral Damage_ 

_Luke? Luuuuke!......... 

_Organa's Ceremonial Necklace_ 

_Send A Detachment Down_ 

_Tactical Re-Call_ 

Vehicles 

_Bantha_ 

_Lift Tube_ 

_Sandcrawler_ 

_Ubrikkian 9000-Z001 _ 


Weapons 




.....a 

_Boosted Tie Cannon_ 

_Starship.. 

. Ul 

_Dark Jedi Lightsaber. 

. . .Character. 

.....Ul 

_Gaderffii Stick_ 

-Character— 

...,C2 

_ Han Seeker 

. .Automated — 








_Light Rpting. Blaster_ 

..Character_ 

__R1 






. .C2 




Vader's Lightsaber__Character....R1 
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Star Wars 


Decipher, Inc. 


The Light Side 


Characters 

_2X-3KPR_ 

_Beni Lars ______ 

_Biggs Darklighter . 

_Boshek 

_C3P0 _ 

_CZ-3_ 

_Dice Ibegon- 

_Dulch.... 

_Figrin D'an.. 

_General Dodonna. 

_Han Solo- 

_)awa. 


_Droid.. 

_Rebel.. 

__Rebel _ 

_Allen- 

_Droid. 

_Droid _ 

_Allen _ 

.-....Rebel.. 

..Alien... 

_Rebel - 

_RebeL 

..Alien - 




...Ul 



Ul 

Kal'falnl Cndros 

. . Alien 

.Rl 



R2 


.Rebel 




Cl 


Rebel 

Rl 

_Momaw \adon 

Alien 

.U2 


Rebel 

Rl 


.Rebel. 

.Ul 


Rebel 

.Ul 


.Droid 

.a 


_R4 El_ 

_Rebel Guard- 

_Rebel Pilot_ 

_Rebel Trooper- 

_Red Leader_ 


—_.Droid . 

_Rebel.. 

_Rebel.. 

_-RebeL 

..RebeL 


_Rebel Planners.--- . _ 

R estriaed Deployment_ 

_Revolution_ 

_Rycar Ryjerd.. ... .. 

_Sai'torr Kai Fas- ... .... 

_Special Modifications- 

_Traffic Control_ 

_Yavin Sentry_ 

Locations 

_Alderaan--System. 

_Danlooine_System. 

_Deathstar: Del Blk Ctrl Rm-Site- 

_Death Star: Dock. Bay 327--Site- 

_Death Star: Trash Compactor-Site- 

_Kessel_System _ 

_Tatooine—--System. 

_Tatooine: Cantina-Site- 

_Tatooine: Docking Bay 94_Site_ 

_Tatooine: Dune Sea---Site- 

_Tatooine: |awa Camp-Site- 

_Tatooine: Lars' Moisture Farm_Site- 

_Tatooine: Mos Eisley-Site- 

_Tatooine: Obi-Wan's Hut_Site_ 

_Yavin 4-System. 

_Yavin 4: Docking Bay_Site_ 

_Yavin 4: Jungle-Site- 

_Yavin 4: Massassi Throne Room—Site- 

_Yavin 4: Massasi War Room_Site_ 

Lost Interrupts 


Talz... 

.Alien. 

_C2 



WED-9-M1 "Bantha". 

........Droid... 

.._R2 



Wioslca.. 

.Alien.... 

_Ul 



Devices 

_Caller__ 


_U2 

Don't Get Cocky......... 

_Don’t Underestimate Our Chances- 

_Friendly Fire......... 

_ JU 

_ Cl 

_ 02 


_Fusion Generator Supply Tanks._ 

_a 

_Hydroponics Station- 

_U2 

_Restraining Boll_ 

_C2 

_Targeting Computer__—__ 

_Ul 

_Tatooine Utility Belt__ 

_C2 

_Yaooiato;_— 

__C2 

Effects 

_A Tremor In The Force._... 

_Ul 

Affect Mind..... 

_JU 

-Beggar...- 

_Rl 


_Crash Site Memorial_ 

_Demotion._.. 

_Disarmed- 

_Eliot is Vladak_ 

_F.yes In The Dark 

_|awa Siesta__ .. 

_K'lot'slug. 

_Lighlsaher Proficiency _ 

_Mantellian Savnp 

_Nightfall.-- 

_Obi-Wan’s Cape_ 


_Full Throttle_ 

_Gift Of The Mentor_ 

_Han's Back- 

_Jedi Presence_ 

_Leia's Back.......— 

_Luke's Back_ 

_Noble Sacrifice- 

_Old Ben_ 

_On The Edge- . 

_Rayt Dragon Howl- 

_Rebel Reinforcements_ 

_Return Of A Jedi_ 

_Skywalkers_ 

_Solo Han- 

_Surprise Assault- 

_Thank The Maker_ 

_The Force Is Strong With This One .. 

W arrior's Courage_ 

Starships 

_Corellian Corvette- 

_Gold 1_ 

_Gold 5_ 


_Millennium Falcon- 

_Red I- 

_Red 3 _ 

_X Wing 

_Y Wing_ 

Used Interrupts 

_A Few Maneuvers.... 

_Droid Shutdown. 

_Escape Pod. 

_Han’s Dice_ 

_Hear Me Baby, Hold Together__ 

_Help Me Obi-Wan Kenobl. 

_How Did We Get Into This Mess?.... 

_Hyper Escape.... 

_I've Got A Bad Feeling About This.. 


. 02 

_U1 

..C2 

...U2 

.......a 

........a 

._JU 

..~U2 

.....a 

... 02 


Jnto The Garbage Chute, Flyboy.R2 


_It Could Be Worse_ C2 

_Move Along ---- _JU 

_N'abrun Leids___L'2 

_Narrow Escape C2 

_Out Of Nowhere . . ._U2 

_Panic . . __ .. ... Ul 

_Radar Scanner. C2 

_Rebel Barrier... C2 

_Scomp Link Access.,C2 

_Sense..Ul 

_Spaceport Speeders. U2 

_The Bith Shuffle... C2 

_This Is All Your Fault. Ul 

_Ulinni!. R1 

_.We're Doomed.. 02 

Utinni Effects 

_Death Star Plans . . __—_R1 

K essel Run_ R2 

_Out Must Desperate Hour . Rl 

_Plasioul Armor U2 

_Tusken Breath Mask _ Ul 

_Yerka Mig.Ul 

Vehicles 

_Lift Tube... C2 

_Luke's X-34 Landspeeder_ Ul 

_Sandcrawler_ J12 

_Sorosuub V-35 Landspeeder_ .C2 

Weapons 

_Blaster_ Character —__ C2 

_Blaster Ride _ Character . Cl 

_Han's Heavy Blaster Pistol Character R2 

_|edi Ijghtsaher _ Character_Ul 

_Leia's Sporting Blaster - Character ..Ul 

_Obi Wan's Lighlsaber_ Character Rl 

_Prninn Torpedoes _ Starship __C2 

Quad Laser Cannon _ Starship _Ul 

_Tagge Seeker—. Automated..R2 

_Tarkin Seeker....Automated.R2 

_Timer Mine.. -Automated_C2 


_Rl 

.. R2 

_Jll 

_U2 

___Ul 

._U1 
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This Month’s Cover 'After the Fall’ by Matt Sturm 
"And thanks for the I030 inspiration, Mr. Dean.”—MW 


Hale in Three 

by Creg Stolze 


M y grandfather died tomorrow, so I 
suppose I shouldn’t have been sur¬ 
prised to see him in my bathroom. 
He’s been dead for years now, but it 
hasn’t taught him any manners. 

“Simone, can't you hire a plumber to do 
that?" 

1 jumped. 1 had my arm down the toilet 
tank, and the water was freezing cold. 

“Don't you ever knock?" He glared. 

"If you’d get married and settle down, your 
husband would...” 

“Grandfather, I am perfectly capable of fix¬ 
ing my own toilet without a plumber or a hus¬ 
band." To prove my point, I finished screwing 
the black slimy rubber thing onto the thin 
rusty iron thing. 1 pulled the chain (yes, my 
apartment is somewhat “quaint”) and it 
flushed. 

“If you’re expecting a party honoring your 
deathday, you’re early.” 

“My death...oh, that time of year, is it?" 

He always forgot birthdays when he was 
alive. 

If you have the Sight, grandpa looks like 
he did when he died; a man with skinny arms 


and a bowling-ball belly, dressed in golf slacks 
and carrying a golf club. He had been demand¬ 
ing his money back for the club (it failed to 
add the promised yards to his drive), when the 
amount of sassy backchat that the counter girl 
gave him overcame his poor heart, killing 
him. 

“You’re right, that's not why I’m here. The 
Chief and 1 have a little problem; a young boy 
may be threatened with possession, and we 
thought...” 

“...that with my healthy young mortal legs, 
I'd help you check it out.” 

“Basically. You don’t need to be so uppity 
about this you know; 1 had to die before I got 
these sorts of opportunities for karmic bonus¬ 
es... lots of people would be glad to have a 
kindly spirit looking out for the good of their 
souls...” 

He was off on his “you should be so glad 
that you’re a medium and if the rest of the 
family doesn’t believe in ghosts they’re more 
likely to become them” spiel. I threw a burrito 
in the microwave, and it was finished just 
about the same time he was. 

“.. .and you might dress a little nicer too, no 
young man is going to fall for a girl who looks 
like a tie-dyed Bedouin raider...” 


“Haven’t we gotten away from the reason 
for your visit? Some of us don’t have eternity, 
after all." 

& * & 

We had to pick up The Chief at Club Dead, 
which I hate. To us “warms” it’s a goth-punk 
club called The Hole, but a large number of 
“remaindered spirits” like its vibes as well. 1 
don’t care for it because it can be hard to tell 
the living from the dead. The last time 1 was 
there 1 spent twenty minutes talking with a 
good looking guy, only to find out he was a 
phantom when he tried to write his phone 
number in my address book. This embarrass¬ 
ment was compounded by the bartender, who 
was certain that I’d been talking to myself. 

Grandpa agreed to leave me outside only 
when he saw the line and heard that the cover 
charge was $15. As he walked towards the 
door, a passing youth in a leather jacket said 
“Yo, golf dude!” and burst into flame, cackling 
wildly. I shook my head; young ghosts are 
always the worst. 

A few minutes later, Granddad emerged 
with The Chief. Why a 200-year dead Indian 
warrior would befriend The Golf Dude is only 
one of the mysteries of the afterlife. 

“Some smart aleck just requested ‘Let’s 
Pretend That We’re Dead.”' said The Chief. 
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“Get on the interstate going east." 

& * & 

"How much do you know about chess?” 
The Chief asked. 

“The little horsey thing goes one up and 
two over, right? Why do you ask?” 

“The victim is a chess player." The Chief 
has a deep voice — one might be tempted to 
call it “grave.” It made “chess player" sound 
like “AIDS casualty." 

"He's a what? Grandpa, you said he was a 
little boy!” 

“Turn off here," The Chief said. 

“He is! From where I’m standing, sixteen or 
seventeen looks little!” 

"Grandpa!” 

“Right on Golden Oak," said The Chief. 

"What, it would be okay to let a thirty year 
old get his soul sucked out by some ravening 
spirit from beyond?" 

“1 give up. Is there anything else you want 
to tell me about this poor ‘little’ boy?" 

"No!" 

"This is his house,” said The Chief. 

Pretty suburban, but not suburban pretty. 
There weren’t any pink flamingos or wooden 
cutouts of women bending over, but that’s all 
it would take to turn it from "nondescript gin¬ 
gerbread" to “puke cute." 

"Nice place," Granddad said. He would. 

“1 wonder why it’s called Meadowbrook 
when there isn’t a meadow or a brook any¬ 
where around," said The Chief. 

"It’s not just Meadowbrook," said Grandpa, 
“It’s Meadowbrooke, with an extra e on the 
end. Probably adds a good 3-5% to their prop¬ 
erty taxes...” 

"Now what?” I asked. “You want 1 should 
break in? Stalk the family? Ring the door bell 
and say ‘Hi, I’m the neighborhood exorcist, 
can your son spare some pea soup?”’ 

“If you open the car doors for us, we’ll just 
hop out and look around, Miss Smarty Pants.” 

“That’s ‘Ms. Smarty Pants’ to you, 
Grandpa.” 

1 always feel like an idiot opening doors for 
ghosts that no one else can see, so I pretend¬ 
ed 1 was looking for something while they 
climbed out over me. 

“I’ll meet you at that Git ‘N’ Go a few 
blocks back, all right?” 


“Wait a minute and you’ll see him," 
Grandpa said. 

I don’t know where Grandpa gets his 
hunches, but they work. 1 was just starting my 
car as “the victim” pulled up. My first thought 
was “1 was never allowed to stay out this late 
on a Friday.” The second was that he was 
scrawny. After that I drove off — Grandpa's 
little missions have gotten me noticed by nosy 
neighbors before. 

I spent close to five dollars at the Git ‘N’ 
Go on loud video games and coffee. When I 
saw the spirits out the window, I got up and 
left. 

“Derek Walljasper is our boy, he's sixteen, 
family seems normal..." said Grandpa. 

“...no pentagrams in the basement..." 

“...but there were traces of ectoplasm in his 
bedroom. A ghost is in attendance upon that 
boy.” 

“I saw his calendar — chess artwork, by the 
way — and he had a tournament marked on 
it. Tomorrow “ 

& * £ 

Ghosts can’t stand sunlight, so I had to go 
to the chess tournament by myself. Aw, 
shucks. 

Chess; nothing if not exciting, right? Two 
people playing a board game, and you get to 
watch! Whee! 

The motif seemed to be “no distractions.” 
There was no background music. No 
announcements over the P.A. Conversations 
were whispered. 

Chess pulled out a diverse crowd; I saw 
bowtied men of forty hunched over boards 
opposite teenage girls in tom fishnets and 
leather jackets. I watched one match between 
a man in an Armani suit that would have paid 
my rent for half a year, matched up against a 
kid of maybe ten'or eleven. When the kid 
beat him, the man angrily stood and, picking 
up a heartbreakingly beautiful calfskin brief¬ 
case, strode off towards the payphones. The 
kid pulled out a sucker. 

There was a board charting where the 
matches were, and I used it to track down 
Derek Walljasper. He was pale; his pimples 
stood out like cherries in whipped cream. He 
was dressed in a wool sweater and a shirt but¬ 
toned to his throat. He had that “teenage 
awkward” thing going full power, but by col¬ 
lege he might age out quite nicely. 

The room where most of the matches were 
taking place had windows facing north, pro¬ 
viding enough indirect sun to keep most spir¬ 
its at bay. Derek couldn’t pick his seats for his 


matches, but between rounds he tended to 
keep to the shadows, or to go to inner rooms 
where there was less sun. 

On the other hand, lots of other players 
were doing the exact same thing; once a game 
was finished, people wanted to stretch out 
and speak in a normal tone. Nothing sinister 
there. 

Nothing sinister in Derek’s activities out¬ 
side his games, either. In fact, they were 
almost predictable; he was talking with a girl. | 

What a girl, too; she had a kind of 1 
Wynona-Ryder-Meets-lngrid-Bergman thing 
going the looks that make me feel dumpy, 
pudgy and mousy all at once. Even pancake 
makeup and a skyhigh mall do couldn't ruiif 
her looks. Dammit. 

1 watched one of her rounds. She won, !1 
think; guessing that she wasn’t “Yung ChiowJ” 

I figured her to be named Erica Tash. 

Things got interesting towards afternoon. 
The shadows lengthened. The sunlight 
dimmed. Derek came out of the bathroom 
with a spirit clinging to him. 

I watched, but tried not to be obvious. It -i— 
he — would be invisible to most mortals, arid 
if he had the power to influence non-medi¬ 
ums, I didn’t want his attention. 

The ghost was a gaunt, skinny type with a 
big nose. He had a Rasputin look going which 
might have been attractive if I was into mad¬ 
eyed Russians. (I’m not.) His clothes were 
nondescript black, with an antique collar. I'm 
not good with history though, so I couldn’t 
make a guess as to his age. 

The competition was getting intense; more 
chess people were watching than playing. A 
lot of them were watching Derek, including 
Erica. I watched too. 

It didn’t take long to see that the Russian 
was guiding Derek. His ghostly fingers played 
across the board, and I could see him bending 
over to whisper in Derek’s ear. 1 edged closer, 
squeezing past an obese woman in a Star Trek 
t-shirt. 

“His left flank is weak. He wants you to 
take the knight, but threaten his bishop 
instead. Mate in nine.” 

“Mate in nine,” echoed Derek, and a gasp 
went through the crowd. Nine moves later, 
he’d won. 

Four games later, he’d won the tournament. 
Russia dude helped him every time. The ghost 
was so close that Derek was wearing him like 
a coat. 

There was a brief awards ceremony — very 
brief, because a lot of the players had gone 
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home after being eliminated. The ghost was 
onstage with Derek, sticking to him like 
wrinkles on a raisin, but the trophy didn’t 
interest the ghost. 

He was looking at Erica Tash. 

Looking at her with longing and a creepy, 
desperate greed. 

Suddenly I wasn’t so jealous of her good 
looks. 

& * & 

Grandpa and The Chief showed up at sun¬ 
set. The Russian vanished as soon as he 
caught sight of them, and 1 sat down and 
opened a notebook. 

YOU’RE RIGHT, HE’S HAUNTED, 1 
wrote. (I insisted on communicating through 
writing after someone mentioned lithium to 
me.) THE GHOST SHOWED HIM 
MOVES TO HELP HIM WIN. 

“I told you. One of these days, you’ll 
believe me right away; it’ll probably reincar¬ 
nate me from pure shock.” 

THE GHOST IS RUSSIAN, DARK 
HAIR, RIG NOSE. LIKE RASPUTIN. 

Granddad shook his head. “Rasputin was 
reincarnated. 1 think he's worked his way up 
to canary...” 

“Let’s go check it out," said The Chief. 

What happened next is one of the reasons 
I hate being a medium. 

Grandpa and the Chief strolled up to 
Derek and started nosing around him — 
almost like they were frisking him or trying to 
pick his pocket. Derek was talking with Erica, 
and both of them looked a little disturbed. 
Most people can’t see ghosts, but being fon¬ 
dled by two of them IS noticeable. 

It didn’t take them long to find what they 
were looking for. The Russian shot out of 
Derek’s pocket like a jack-in-the-box. 

"Leave the boy alone,” the ghost said 
thickly. 

“Funny, that’s my line,” said Grandpa. 
“You’re not doing your karma any good by 
fooling around with breathers...” 

The Chief, the Russian and I were spared 
one of Grandpa’s tedious lectures because the 
Russian hit him. 

When ghosts fight, it looks like people 
fighting. When the Russian hit my grandfa¬ 
ther, blood shot from his nose and splattered 
the warms around him, who of course didn’t 
notice. Grandpa fell next to a table, and the 
Russian cruelly kicked him into it. 


1 just stared. There was nothing I could do. 
They were ghosts, and 1 knew 1 couldn’t hurt 
the Russian or help my grandfather. But 1 
couldn’t keep the horror off my face. 

“Miss.’ Are you OK?” Someone was pulling 
at my sleeve. 

The Chief pulled out his tomahawk and 
buried it into the Russian’s shoulder, right by 
the collarbone. The Russian struck back at 
him, but fell to his knees. Grandpa wasn’t 
moving. 

"What? Uh...yes, I’m..." 

The tomahawk was stuck in the Russian, 
and as he fell it was wenched out of The 
Chief's hand. The Russian grabbed Grandpa's 
golf club and savagely swung it into The 
Chief’s knee. 

“...fine, 1 guess." 

"You look awfully pale...” 

With a tomahawk embedded in his shoul¬ 
der still, the Russian was cracking The Chief 
across the head and chest with Grandpa’s golf 
club. The Chief was trying to wrestle the club 
away or grab his axe. 

All this time, Derek and Erica were slouch¬ 
ing nearby, talking. Derek was chewing his 
fingernails. Erica was twirling her hair. Derek 
started to look more and more nervous. The 
Chief grabbed the tomahawk and wrenched it 
out of the Russian, sending invisible blood 
streaming across tables, chessboards and play¬ 
ers all. The Russian screamed and dropped the 
club. I flinched. 

"Miss? Do you have some medicine or 
something?" 

“1 have to go now,” 1 said, and stood. Derek 
must have said something similar, because he 
looked pale and was heading towards an exit. 
The Russian was moving apace, bleeding 
freely but keeping up. 

1 reached the place where Grandpa lay, 
where The Chief was kneeling and panting. 1 
bent down. 

“Miss?” 

I can’t hurt ghosts but I can heal them. I 
don’t know why... 

Grandpa especially. I put my hands on 
him... in him, really. And 1 started to remem¬ 
ber. 

I remembered him telling me that there 
were goblins who lived under his neighbor’s 
lawn. 

1 remembered him showing me a model 
steam engine he’d made, putting a glistening 
drop of oil on it every time he started the pis¬ 


ton. 

I remembered him at his sister’s funeral, 
when he looked so sad but just would not cry. 

With every memory, Grandfather’s shad¬ 
owy self became more solid. 

“Thanks, Simone,” he said. Then he almost 
smiled — more of a grimace. “You’d better 
tend to your suitor, though.” 

I finally turned to look at the man who’d 
been asking about me. He now looked posi¬ 
tively alarmed, and a small circle of people 
was gathering. 

Looking into his eyes was like being hit 
right between mine. His were a deep green 
you only see on actors and contact lens com¬ 
mercials. He had the chiseled good looks of a 
young Harrison Ford, with long brown hair to 
top it all off. And he probably thought 1 was 
having a psychotic episode. 

“Careful!" 1 said. “Don’t move! You’ll step 
on it!” 

“You’re going to be all right, miss...” 

“1 am as soon as I find my contact lens!” 

He stopped. Blinked. I mentally shook my 
own hand. 

“Contact lens?” 

"Yes, it was giving me all kinds of hell." I 
bent down and started to busily search the 
floor. "1 was going to the bathroom to mess 
with it, but it popped out around here." 

“Is it any color?" 

“No, it’s clear." 

“1 used to have the clear ones too... you 
need any saline?” 

“1 have some in my purse.” What the hell is 
saline? "Oh, here it is!” Picking up the imagi¬ 
nary contact, 1 stood — and banged my head 
on the edge of a table. 

“Ouch! Oh, dammit!” 

"Are you OK?" 

“No I'm not OK, 1 hit my goddamn head!” 

“Such language,” said Grandpa. 

“Shut up!" I snapped. Green eyes jumped 
back as if he’d been slapped. 

“Sorry,” he said. 

“No, I’m sorry, 1... look, I’m going to go 
into the bathroom, put in my contact, and 
take a deep breath. When 1 come out, I’ll 
apologize, all right?" 

“OK. Yeah. Sure.” 

He looked really sorry. Really sorry looked 
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good on him. 

1 went to the bathroom, followed by The 
Chief and Grandpa. 

“Do you mind?” I hissed at them under my 
breath. "This is the ladies' room!” 

“I’m beyond such fleshy concerns," said , 
The Chief. 

“I've seen more of them than you’ll ever 
have," was Grandfather's oh-so-tasteful reply. 
Clearly he was feeling better. Good enough to 
be angry, in fact. 

“That red russkie devil tried to steal my golf 
club! After him, girl!” 

“Not a chance," 1 muttered. 

“Simone, that spirit is very powerful, and 
that boy could not see us fight," said The 
Chief. “That means that he can't see the 
ghost — may not even know about its influ¬ 
ence. If the ghost can show him how to win at 
chess, its power over him must be strong 
already.” 

“And we know that Russian is a cheater, a 
thief and an all around bastard," added 
Grandpa. 

"I'm going to go look around," said The 
Chief. 

"Be careful,” 1 muttered. 

When 1 got out of the bathroom, Green 
Eyes was waiting. I wanted to ask him for his 
phone number. 1 mean, 1 really wanted that 
number. Bur Grandpa was right there with his 
arrogant, smug, paternal, Simone-has-real- 
ized-she’s-only-half-a-human-without-a hus¬ 
band look 1 wasn’t about to give him the sat¬ 
isfaction. 

“Sorry 1 was so snappish to you; my head 
hurt a lot, OK?" 

“Yeah, that’s OK, uh... are you OK?” 

"I’m OK.” 

“OK then.” He smiled. All I'll say is — 
wow. "I'm Dudley Pendricks.” 

“Dudley?" 1 couldn’t help it. It just slipped 
out. 

“My friends call me Dud.” 

“I’m sorry.” I could feel a first class blush 
creeping up. "It's just that... you don’t look 
Dudley. Like a dud. Like your name is Dudley 
1 mean.” 

“Well, it is.” He smiled — nervously. 
Probably expecting me to pull a gun from my 
purse and do a postal worker impression. At 
that point, The Chief appeared by the door¬ 
way, waving me over. 


“Uh, I've got to go, nice meeting you 
Dudley...” 

"Dud, please...” 

"Yeah, uh, bye.” 

"Uh..." 

But 1 was gone. 

“This had better be good,” 1 muttered to 
The Chief as 1 went through the door. 

Erica Tash and Derek Walljasper were kiss¬ 
ing in his car. The Russian was wrapped 
around them both, with an expression on its 
face that turned my stomach. 1 looked around 
— no one. Grabbing an empty beer can off 
the ground (thank god for litter!) 1 lobbed it 
onto the car’s roof. They jumped and I ducked 
back towards my own car. 

1 followed them long enough to make sure 
that nothing else happened. Or nothing 
much else; still paranoid about our state's 
stalker laws, 1 didn’t get too close, but I'm 
pretty sure that not even two teenagers can 
pull up in front of a house, have sex, and get 
their clothes back in place in five minutes, 
which is about how long Derek and Erica sat 
in his car in front of her house (which was, by 
the way, nicer than his.) 

The Chief and Grandpa wanted to keep 
following him, but they don’t have to sleep, 
and 1 wasn’t about to let them go two falls out 
of three with the mysterious Russian again. I 
went home, took a long bath, and had tor¬ 
menting dreams about Dudley Green Eyes all 
night long. 

& * & 

I could bore you with the next day’s 
research, but why? Frankly, I'm no investiga¬ 
tor and 1 know it. 1 went to the library and 
looked at old magazines, trying to find clothes 
that looked like the Russian’s. Not much luck. 
1 guess Grandpa and The Chief spent the day 
asking around the corpse community, with a 
similar lack of results. 

The Chief, however, did have one idea, 
which I didn’t like very much. It involved 
astral projection, which gives me the creeps. 

“All mysteries can be found in the Paths of 
the Forgotten,” he intoned. “If no one 
remembers this chess player, his past must be 
there. 

“The Paths of the who?” I asked. 

The Chief took a deep breath, which he 
always does when he has to explain some¬ 
thing. (1 think he’s much more content mak¬ 
ing enigmatic statements.) 

“Nothing vanishes forever — not people or 
events or objects. They only fade away... and 


the Paths are where they fade to. By walking 
the Paths, one can find lost memories and 
events. There are some hazards, however.” 

”Go on.” 

“Some claim the memories have a strange 
hunger; a need to be recreated. All who walk 
the Paths are in danger of being sucked into 
an echo from the past. While these echoes are 
not intelligent, they can... reshape people.” 

“What are you talking about. Chief? How 
can something that’s not intelligent boss us 
around?" Despite being a ghost, Grandpa is 
still a skeptic at heart. 

“Imagine acting in a play — and not being 
able to get out of character. The echoes are a 
pattern, a memory, but they can force spirits 
to conform to their order." 

We were quiet for a bit. “What about trying 
some other way to find out about this ghost?" 

Grandpa shook his head. 

“1 have a feeling,” he said with finality 
“that these Paths are the only way." 

& * & 

1 told you about Grandpa's "feelings” 
before, right? On the strength of his intuition, 
I reluctantly started to trance out. 

I’m sorry; there’s just something weird 
about astral projection. I like to do it in my 
own bed with the covers pulled over my head. 

“Ain't you out of your body yet?" demand¬ 
ed Grandpa. 

“No,” I said. “Some of us have to do a little 
more than bicker with a counter girl at Sears." 

Eventually, 1 slipped out. 1 tried to resist 
looking back, but I always do, and I always see 
my body looking still and, well, corpselike. 

“You get used to it,” Grandpa tells me, but 
1 never do. 

The three of us were standing in my bed¬ 
room, and only then did 1 notice that The 
Chief had his horse with him, and Grandpa 
had his golf cart. (He built it out of ectoplasm; 
it is his pride and joy.) 

“So how do we find these Paths, anyhow?" 

The Chief and Grandpa exchanged a look. 

“We can’t really tell you that, Simone,” 
The Chief said. 

“Huh?” 

“It’s a secret, girl. Things that mortals were 
not meant to know, see?” 

I noticed that it was getting brighter in my 
room, but that somehow the details of the 
physical world were fuzzing out. 
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“I’m nor sure I follow...” 

“Just hop in the cart and don’t ask too 
many questions.” 

The brilliant radiance around us resolved 
itself into a glittering tunnel. 

“All right. “ 

We went in, and time stopped. Or maybe it 
stretched out so long that it felt stopped. Or 
maybe we moved through time so quickly that 
I couldn't comprehend it. But when we 
stopped, or when it started again, we were in 
a hedge maze. 

"The Paths,” said The Chief. 

“Very nicely trimmed. Now how do we find 
the Russian's past?” 

The Chief shrugged. “We look." 

1 got out of the golf cart and took a better 
look around. 

“Grandpa? Any notions?” 

"None.” 

"I’m shocked,” 1 muttered. 

“And what is that supposed to mean?” 

"Let's try this way,” 1 said, picking a random 
corridor and striding off, and 

I'm driving in my car and I keep wip¬ 
ing tears out of my eyes. I can see my 
hand clearly as I raise it, see every bit¬ 
ten nail, see the impression where my 
wedding ring used to be, see the blobs 
of fat that hang on my knuckles like 
they do on my stomach and arms and 
thighs, the fat that came with the hair 
loss and the wife loss, and now the job 
loss on top of it all. 

I'm crying and I'm driving and I have 
no one. I’m forty five and I've been fired, 
my wife left me, no kids, parents dead. I 
have mortgage payments I can't meet, 
alimony I can’t meet, and every day I 
see women I can't meet. 

I can feel my foot pressing down on 
the gas. Lead foot, that's me. A heavy 
body and a heavy heart too. 

It’s raining and no one will care if I 
live or die. A big curve is coming up. No 
one will care. Maybe the boss, maybe 
the ex, maybe they'll feel bad. Or 
maybe they'll feel relieved. But I'll never 
have to feel bad again. 

I'm heading towards the curve and 
I'm not turning. I'm driving and crying. 
I'm heavy, but maybe I can still 

“...fly,” 1 muttered. 


“Simone! Snap out of it! Simone, dammit!" 
Grandpa slapped me. Thus 1 learned that an 
ectoplasmic being can slap an astrally project¬ 
ed woman. Ain’t learning grand? 

“OW! Hey, cut it!” 

“Is that her?” asked The Chief. 

“Yes it’s me! Who else would it be?” 

“Simone, you got caught in an echo.” 

1 looked around. We were still in the maze, 
and I was leaning against one of its anony¬ 
mous bushes. 

“I... wow, that was what that was? It was 
horrible!” 

“1 think we should stick together, Grandpa 
said. 

“For once, I heartily agree.” 

“That’s Simone, all right," he grumbled. 

We continued on through the maze. 

In the middle of a path, we saw a digital 
clock. 

“Don’t touch it!" Grandpa warned. 

“But gee Granddad, the last echo was so 
fun," 1 said sarcastically. 

As we got closer, 1 began to feel a sense of 
menace. The closer we got to the clock, the 
more palpable the fear became. It was fear 
with sorrow... and a sense of great betrayal. 

“I don’t get it... how can all that be in the 
clock?” 

“Not our concern,” said The Chief. “Come 
along." 

I took one last look back. The clock said 
7:22. A bedroom was beginning to form 
around it... 

“Come on," Grandpa said, yanking my arm. 

Around the next comer was a chesspiece. 

“This may be it,” Grandpa said excitedly. 
“How did you get in the last echo?” 

“I didn’t ‘go,’ it just pulled me in. One 
minute I was Simone LaRue, and the next 1 
was someone else,” 1 said. “It was 

I walked through the door and there 
was Dmitri. Poor Dmitri behind his 
chessboard, trying forever to best 
Josef and never doing it An engaging 
man, but so seriousl Dmitri of the 
shabby coat. Dmitri of the enormous 
nose! Dmitri of the chessboard. Poor 
Dmitri... 

“...Sikovski,” 1 said. Returning to myself 
was easier this time. “Dmitri Sikovski is the 


ghost’s name, and he’s from St. Petersburg." 

“Remember that," said The Chief. “I’m 
going in after your grandfather.” 

1 looked as The Chief grasped Dmitri by 
the shoulders and shook him. This Dmitri 
looked different — notably having a larger 
nose and eyes. As The Chief shook him, he 
suddenly distorted and morphed into 
Grandpa. 

“1 was Dmitri," he said, “And you, you...” 

“Who was ir I asked. 

“Whoever you were, you looked a great 
deal like Erica Tash," The Chief said grimly. 

“You were Anna Tasarov! You were Anna 
Tasarov, and Dmitri loved her completely.” 

“1 don’t seem to remember much about 
her,” 1 said. 

“Perhaps because this is Dmitri’s memory, 
not hers,” The Chief said. 

We looked down at the chesspiece. It was a 
black pawn. A few yards away was a black 
bishop. 

“Who was Josef V' I asked. 

”l’m not sure.” 

“Dmitri’s remembered Anna thinks much 
of him, whoever he is. Do you suppose the 
next piece is another memory?” 

“Very likely.” 

“Do you think you are likely to be sucked 
in?" asked The Chief. 

“I don’t know... I’ll try to hang on to 
myself.” 

The next memory was a brief one, but 
painful. It was Dmitri and Anna again. He 
proposed. She said no. 

Grandpa looked shaken when we emerged 
from that scene. 

“Poor bastard,” he muttered. 

A little ways away rested the black king. 

“Shall we r 

“Do we know enough ?” 

“To have the best chance, we need to learn 
all we can.” 

Grandpa nodded and reached for the king. 

Dmitri sat on one side of a table. On 
the other side was an enormous man, 
with powerful hands and handsome, 
chiseled features. 

Upon his left hand a massive gold 
band winked. The men were playing 
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chess. Dmitri was black, Josef was 
white. Josef my husband, the grand¬ 
master. They were playing to see who 
went to the national competition... 

Both men played brilliantly. Dmitri 
was cunning, treacherous and devious, 
but Josef's bold and decisive moves 
foiled his every attempt. 

I had a feeling that I was missing 
something. 

Dmitri’s ploys were spreading across 
the board like spilled coffee, picking off 
a white piece here or there, but sliding 
back before Josef could strike him, 
could make an opening. Josef was 
being crowded in on himself. 

What could I be forgetting? 

There were a few more exchanges — 
pyrrhic victories if at all, but Dmitri’s 
territory growing as Josef was forced to 
become more and more defensive. 

What was I forgetting? I was married 
to the right man, certainly. No matter if 
Dmitri won this chess match, Josef 
would still be more handsome, wittier, 
far wealthier, a better lover... 

Suddenly, on the board, Josef made a 
mistake and Dmitri took his queen. But 
Josef reached for a knight. 

A knight? Something about a horse... 
a horse, and two men and a woman? 
What was this nagging memory? 

Josef’s crowded forces unfolded like 
a blossoming rose, and his plan 
became apparent. Dmitri's pieces 
dried up like water in the bright sun, 
and the black king was in check. Dmitri 
ran, but Josef would surely triumph... 

“Simone LaRue,” I said. “I’m Simone! 
Grandpa, wake up! Stop being Dmitri! Stop it 
now!” 

& * d 

I’d bitten down all my nails when Derek 
came out of the antiques store I'd followed 
him there after he left school. I'd considered 
going in, but 1 didn’t want to alarm him any 
sooner than necessary. 

“Derek Walljasper?” I caught up with him 
by his own car. 

“Yes?” He looked suspicious. 

“Can 1 speak with you for a minute? My 
name's Simone LaRue.” 

“What do you want ?” 

"To talk about chess.” 


He relaxed — a little. “So talk.” 

“Quite a winning streak you’re on. Good 
chance of qualifying for nationals, do you 
think?” 

He shrugged. 

“Pretty sudden, wasn’t it? 1 mean, just a 
month ago your standings weren’t that high.” 

“Yeah, well, that’s how it goes, right?” He 
looked away. Uncomfortable? You bet. 

“I’m just wondering how you improved so 
fast.” 

Another shrug. 

“1 hear some chess players are really super¬ 
stitious... they do all kinds of little rituals..." 

“What are you talking about?” 

“Oh, you know...'if the ends of my tie 
match perfectly. I’ll win.' That kind of thing.” 

"That’s stupid.” 

“Or maybe a lucky charm...” 

He almost jumped, turned it into another 
shrug. 

“Do you believe in spirits, Derek?” 

“What?” 


“Spirits. Ghosts. Unseen influences. Dead 
Russian chess players named Dmitri 
Sikovksi...” 

“You’re nuts.” He started to open his car 
door. 

“Erica’s in danger from him, Derek.” 

“You’re nuts!" He was in the car. I grabbed 
the door and wedged it open with my hip. 

“Dmitri is using you to get to her. 1 think 
she may be a descendant of Anna Tasarov, a 
woman that Sikovski loved in life, or maybe 
even her reincarnation...” 

He was looking really scared and was trying 
to shove me out of the door. 

“By letting Dmitri help you you’re letting 
him into your soul! The more you give him 
the more he'll be able to take!" 

“Get away from me! You’re crazy!" He was 
trying to jam his keys into the ignition, and 
then I heard the engine turn over. 

“You don’t need him to win her love, 
Derek!" 

“Get out of here!” 

“You’ll be sharing her with a dead man!” 
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The car started and he floored it. The door 
was wrenched out of my grip and he flew off 
down the road. 

“Dammit.” 

£ * £ 

Four days later 1 was in the women's bath¬ 
room at the Hilton Convention Center. 1 
adjusted my hair over and over until 1 was the 
only one there — or at least the only one liv¬ 
ing. 

“Simone, meet Paul Morphy,” said my 
grandfather. 

“A pleasure.” Morphy merely nodded. 

"Ready to do this thing?” said The Chief. 

“Hey, I'm the breather. 1 have nothing to 
lose hut my life, right? You guys are the ones 
who might end up as garden slugs... are you 
sure that you remember Josef’s moves?” 

“For that game, 1 was Josef," The Chief said 
quietly. 

“What happens if 1 don't get to play against 
Derek?" 

“You will win until you do,” Morphy said 
confidently. I suppose that as a one-time liv¬ 
ing legend of chess (now a more convention¬ 
al legend) he had reason to be confident. 

“My worry is that someone else will beat 
him," Grandpa said. “If Sikovski isn’t beaten 
the right way he may just keep trying. Do you 
think you can channel long enough?" 

“I’ll try,” 1 said. 

£ * 

In some ways, channeling is even worse 
than astral projection. 

On one hand, I’ve still got a body, but I’m 
not in control. It’s like one of those dreams 
where you know you’re not supposed to go 
somewhere or do something, but you do any¬ 
how. 

It’s also disconcerting to have someone 
else’s thoughts in your head — especially Paul 
Morphy’s. 1 read he was mentally unstable 
later in his life. Maybe it was one of those 
brain chemistry things that cleared up when 
he lost his physical brain. 

His mind was clear as glass while he was 
playing. In fact, that was what was so creepy; 
everyone else I’ve channelled had an interior 
monologue — a running commentary of what 
was happening. Morphy’s mind was silent; it 
was all vision, showing lines of movement 
projecting from each piece. These lines were 
multiplied in three dimensions, showing a 
progression through time, revealing which 
pieces would become crucial in two moves, or 


five, or ten... 

Between games, Morphy would fade out, 
and I’d be in the middle of a small, staring 
group — usually with an astonished and 
defeated opponent across the table from me. 

“How come I’ve never played you before?” 

“Oh, uh, 1 was just, uh, before, well... you 
know?" 

“Uh... yeah." 

Sikovski’s ghost was glaring at me, and at 
Grandpa, Morphy and The Chief, but he was¬ 
n’t going to try anything; his shoulder was still 
covered in dried blood. 

Then 1 looked up from one game and saw 
those devastating green eyes. I'd just kicked 
Dudley Pendricks’ ass. 

“Oh... Dudley. Hi.” 

“Hi... Simone? I never did get your 
name... uh, last time. Great game!” 

“Well, I tried." 

“The backrow mobilization was incredible! 
And that castling... I’ve never seen it used so 
aggressively!” 

“Oh, just something my grandpa showed 
me." 

“Who’s your grandpa, Paul Morphy?” 

I laughed a little too long at that one. 

& 4 & 

The day passed in a long, icky blur of pos¬ 
session. As the daylight dimmed, the power of 
the ghosts grew stronger. Sikovski looked as 
solid as any of the breathers who, unknowing¬ 
ly, walked through him. Morphy's influence 
over me was so complete that 1 couldn't even 
remember the chess games, subsumed beneath 
the weight of his concentration. 

Before 1 knew it, I was across the table from 
Derek Walljasper. He was not pleased to see 
me. 

“Simone LaRue?” he said, with something 
of a sneer. “I thought the name was familiar. 
Trying to psych me out the other day, huh? 
Pathetic.” 

“Do you mind moving back?” 1 irritably 
demanded of the people surrounding us. They 
obliged; apparently pique is a popular trait 
among chess masters. I then leaned in to talk 
to Walljasper. 

“Derek, I meant every word I said. If you 
just believe me, 1 can get rid of Sikovski.” 

“Save your breath." 

1 shrugged and the Chief entered. 


What followed was disorienting; I was 
channeling a man who was allowing himself 
to be warped by a disembodied memory, play¬ 
ing against a boy who was being unknowingly 
dominated. While the observers saw two peo¬ 
ple playing, the actual number was closer to 
five. 

Perhaps that’s incorrect; 1 certainly wasn’t 
playing, though I could see the board and feel 
the pieces in my hands. I was really just 
another tense observer, because I’d started 
thinking; how long has Sikovski had to think 
about this, the most important game he ever 
lost? How much time has he had to analyze 
his strategy and revise it? Could he have 
found a flaw in Josefs tactics? 

Given his time and obsession, how could 
he not? 

The game progressed as it had in the mem¬ 
ory, with Josef’s straightforward tactics gradu¬ 
ally being eroded by Dmitri’s subtlety. 

“You play like an old man,” Derek said. 

“An old man named Josef,” 1 replied. 
Dmitri’s ghost stared in hatred as I spoke. 
“Derek, can't you feel him? Can’t you feel 
Dmitri? He's the real power moving the 
pieces." 

Even as we spoke our hands mechanically 
continued to move the chessmen, mimicking 
a game between two souls long dead. Derek 
looked down and his eyes widened a bit. He 
opened his mouth to speak. 

Dmitri's face twisted with anger, and sud¬ 
denly he wasn’t wrapped around Derek like a 
coat; he was within Derek, and over him like 
a mask. When he spoke, it was in Russian. 

"Not all victories belong to you." 

With a start I realized 1 could understand 
him. Through The Chief, through the dead 
Josef, 1 could understand the words that 
Dmitri had said before, many years ago. 1 
understood the next Russian phrase as well, 
and it came from my own lips. 

“Your possessiveness will damn you forev¬ 
er.” 

My hand and Josef’s memory moved our 
queen forward — the treacherous queen who 
would die to open Dmitri’s defenses. 

Dmitri hesitated — or perhaps Derek saw, 
perhaps Derek recognized the trap. But 
Dmitri was in control now, and he took the 
queen. 1 reached for my knight. 

“Check. Mate in three." 

“Damn you Josef!" 

"Mate in two.” 
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"No!" 

“Our final game, my friend. Checkmate." 

It was Dmitri who knocked the black king 
to the floor, but it was Derek Walljasper who 
stood up and ran from the room. Sikovski’s 
ghost had vanished. 

& * & 

1 took another look in the mirror and real¬ 
ized 1 had lipstick on my teeth. With a quick 
curse 1 scrubbed it off. 

The chess trophy is almost as tall as 1 am, 
and it won me a trip to compete in 
Washington D.C., where 1 was immediately 
eliminated because 1 didn't know pawns can 
move two on their first move. It was embar¬ 
rassing as hell, but 1 did get to see Lincoln’s 
Tomb. 

Better than the trip and the trophy, 1 freed 
Derek. Grandpa and The Chief watched him 
to make sure Dmitri's ghost was completely 
settled. So, not only did 1 have the pleasure of 
a good deed done, 1 also got Grandpa out of 
my hair for a couple weeks. 

It was in this time that 1 invited Dudley 
Pendricks to dinner. I wore my most slimming 
dress, cleaned the apartment, and even asked 
my friend Denise to bake a loaf of her guaran- 
teed-to-impress-a-guy’s-stomach sourdough 
bread. 

1 still jumped a foot when Dudley buzzed. 1 
told him to take the stairs, the elevator is 
impossible, and then tried to decide how to 
open the door. 1 was tempted to slouch seduc¬ 
tively to one side of it like Rita Hayworth, but 
in the end I just opened it. 

He was wearing jeans and had some kind of 
metal and plastic case with him. 

“Good evening Dudley... what’s in the 
case?” 

“Oh, 1 brought my board with me.” 

“You did?” 

“I’m sure you have your own, but this one’s 
got a computer that can record our moves so 1 
can play them back later...” 

“Dudley...” 

”Yes?” 

“You’d better sit down. 1 have a long expla¬ 
nation for you." it 
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The Ideal Evildoer 

To tell a story, one must have conflict. Struggles 
between humans and nature, circumstance, or 
vice are all the stuff of great tales, but more often 
stories revolve around clashes between individu¬ 
als. It is from this brand of conflict which the vil¬ 
lain emerges. 

Unfortunately, in most RPG adventures, the 
villain becomes a mere target for the player char¬ 
acters. Flat and uninteresting, the villain’s only 
purpose is to be annihilated so that the PCs can 
gain victory and glory. Such triumphs are hollow, 
however, for destroying such a trivial menace pro¬ 
vides little satisfaction. Many GMs attempt to 
compensate for this ho-hum attitude by introduc¬ 
ing more powerful bad guys for the heros to 
thwart, but in the end these greater miscreants are 
just as uninteresting and shallow as their lesser 
counterparts. 

The key to creating a memorable villain is care¬ 
ful planning. Just as heroes should be crafted so as 
to be more than just walking sets of statistics, so 
should their major opponents. After all, the deeds 
of the evildoers set the stage for the heroics of the 
PCs, and thus the mood and interest of the entire 
campaign. 

Objectives 

Since the primary purpose of any villain is to 
provide a problem which the heroes must resolve, 
the best way to start designing your villain is to 
decide upon their objectives. 

Their goals may be large or small, short or long 
term, but whatever dark deeds they wish to 
accomplish should ideally work directly against 
the interests of the PCs. For example, if the villain 
wishes to ransom the kidnapped daughter of a 


king the characters do not know, then the adven¬ 
turers will have to be artificially involved in the 
scenario. They could be hired by the king to res¬ 
cue his daughter, but would a monarch really 
employ the typical band of PCs? Considering the 
rough appearance, shady backgrounds, and uncer¬ 
tain reputations of most characters, it seems rather 
implausible that a king would use them instead of 
his knights, lawmen, and personal agents. 

On the other hand, if one of the PCs is in love 
with the kidnapped princess, or happens to be a 
close friend of the king, then their involvement 
becomes more plausible. In addition, the players 
will feel that there is more on the line for their 
characters than mere monetary gain, and thus 
roleplay with far more enthusiasm. 

When coming up with the designs of the vil¬ 
lain, also keep in mind the abilities and personal¬ 
ities of the heroes. It is no good creating an elab¬ 
orate plot to corrupt a kingdom’s rulership if the 
PCs have no contacts with, or interest in, such 
political matters. Try to keep matters within the 
normal domain of the adventures, and players will 
show far more interest. 

Motivation 

Once you have determined exactly what terri¬ 
ble scheme your malefactors have hatched, the 
next step is to determine why they came up with 
it in the first place. The deeper and more numer¬ 
ous the reasons, the more interesting a nemesis 
you will create for the PCs. 

Going back to the example of the kidnapped 
Princess, we can see an obvious motivation of 
material gain on the part of the villain. However, 
kidnapping a Princess is no easy matter, and if the 
villain had the means to do that, why not steal the 
crown jewels instead? ihey would, after all, be far 
















Would a diabolical 
sorceress put in the 
several years of daily 
sword practice it 
would take to match a 
band of heroes, when 
she could easily hire 
several proficient mer¬ 
cenaries instead? 
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easier to convert into currency. Considering this, 
it is clear that a greater motivation is required. 

If the villain feels that he was wronged by the 
king in the past, his reasons become more defined. 
Perhaps the villain had a son or daughter who was 
convicted of a crime and executed by the 
monarch. In that case the ransom may come as a 
point of vengeance. 

Likewise, the villain's love could have been 
spurned by the Princess, thus driving him to kid¬ 
nap her out of a sense of jealousy and betrayal. 
There are many possibilities, including combina¬ 
tions of several separate motivations. Consider 
these carefully, and weigh the difficulties the vil¬ 
lain must face against the magnitude of his 
rewards. If either seem inadequate, adjust them 
accordingly. 


Justification 


Like most people, villains do not like to feel 
evil or despicable. Quite often they will justify 
their actions to soothe their consciences and bol¬ 
ster their esteem. 

Though this may not sound very villain-like, 
consider the following scenario: 

The PCs are investigating the disappearance of 
some stolen jewels and discover that somebody 
has recently donated several of the gems to an 
orphanage. At the orphanage they learn the iden¬ 
tity of the individual that made the donation, and 
recognize the name as being that of an infamous 
master thief. 

By having the evildoer leave a portion of her 
ill-gotten gains to a charity, the GM accomplish¬ 
es two goals: the first is to provide the PCs with a 
way of locating and retrieving the stolen jewels, 
and the second is to give the rogue a sense of real¬ 
ism, in that she is trying to justify her crimes to 
herself by distributing some of her wealth to the 
needy. 

Such villains, though criminal in nature, are far 
more memorable than purely immoral ones. The 
players can recognize them as having some sense 
of compassion and justice, and thus relate to them 
in a more significant way. 

Utterly diabolical villains have their place as 
well, but it is wise to make a point of having at 
least some of your evildoers mindful of their 
crimes. Otherwise the players will become desen¬ 
sitized to true evil, and not feel the impact of it 
when their PCs cross swords with the villain. 

Allies and Power 

At this point in the creation process, you 
should be aware of what your villain is doing, why 
he is doing it, how he is dealing with his guilt. The 
next step is to figure out exactly what powers and 
influences they have to defend themselves from 
the PCs. 


When considering this issue, be aware that 
power is far more than how physically imposing 
the evildoer may be, or how many weapons and 
magical items they may possess. Truly dangerous 
villains have little need of any of these, but 
instead rely upon the power of their henchmen 
and social influences. 

Henchmen serve an important function in any 
RPG module in two ways: the first is that they can 
be killed by the PCs without risk of ruining the 
storyline or ending the adventure in an anti-cli¬ 
matic fashion. The second is that they provide the 
GM with a way of challenging the PCs without 
having to resort to a single “super villain". 

As most villains tend to be the driving intellec¬ 
tual force behind their evil deeds, the presence of 
henchmen makes sense. Would a diabolical sor¬ 
ceress put in the several years of daily sword prac¬ 
tice it would take to match a band of heroes, when 
she could easily hire several proficient mercenar¬ 
ies instead? 

In addition, henchmen allow the villain to 
make their presence felt in many areas at once. 
While they are working on the dark spell that will 
enslave the inhabitants of a kingdom, their servi¬ 
tors can be battling the PCs in a far distant vil¬ 
lage. 

More dangerous than hired thugs, however, are 
the often overlooked social powers that evildoers 
can possess. By spreading false rumors about the 
PCs, hanging up counterfeit Wanted posters bear¬ 
ing their likeness, and misinforming dutiful agents 
of law enforcement, a villain can throw any num¬ 
ber of obstacles into the path of the heroes. 

Worse yet, the characters lose the option of 
using lethal force to defend themselves. If they cut 
down a mistaken yet lawful city guard, then they 
themselves become villains, and the miscreant 
they are pursuing wins a major victory. 

Conclusion 

By taking the time to make real villains, the 
GM can form the basis for endless adventures. A 
colorful and intelligent nemesis can appear many 
times over, each time evading capture after their 
evil plot is foiled. 

In time the PCs will come to know their adver¬ 
sary well. By gaining familiarity with the villain's 
methods, motivations, justifications, and servants, 
they will yearn to match wits with them again and 
again. The result is a action-filled and memorable 
campaign, composed of adventures that challenge 
more than just the PCs’ swordsmanship. 
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old fashioned BUG HUNT 


ug Hunt is designed to be a spring-board adventure for your Battlelords campaign. We’ve provided five PC’s that you can 
,use, but if you and your players wish to go ahead and create your own Battlelords - hey, who are we to stop you? While 
'Bug Hunt is a pretty straightforward story, there are many things the PC's are not aware of, and knowing of them would 
all the fun. So, with that in mind, if you are a 


player, DON'T READ ANYTHING MORE! 


GM INFORMATION 


t PCs were mercenaries, hired out by the Doltharians to hit a research station, allowing the Arachnids to gain 
t another foothold in Alliance space. They were paid well for their work, and they performed it without error. 
All humans and gen-humans were eradicated mercilessly. The PC’s performed their function of clearing out the 
base and went back to their drop ship to await retrieval. 

That's when everything went wrong. 

I The planet was inhabited, and the research station was observing a new kind of Arachnid-like race that has 
never been encountered before. This Arachnid race exhibited signs of intelligence and the scientists on the 
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:rything. 


planet were just beginning to establish communications with the race. That’s when the meres dropped in 
The Arachnids stayed clear of the base and watched as the meres wiped out the ocher humans. While tl 
yet “friendly” with the researchers, a fair amount of trust and respect had been developed. The Arachnids 
idea of killing one’s own kind is completely alien to them. They decided to investigate. 

Meanwhile, the meres were in their cryochambers awaiting pickup. However, the Doltharians had an 
their cryochambers, the meres were being mind wiped. All of their memories were being washed from th< 
leaving them without knowledge of their activities. The spiders broke into the dropship. The computer 
mechanisms. The spiders defended themselves, damaging the ship and the beacon that signaled their position for pick-up. The 
spiders retreated. 

When the rendezvous ship arrived, there was no beacon, and the meres were left on the planet in their cryochambers. 
Fortunately, the damage to the ship caused the main computer to crash, cutting off the program that was sucking their minds. 
The emergency computer booted up and kept the cryochambers active, saving the meres’ lives. 

That was two years ago. 

Now, two years later, the meres awaken to the sound of a plasma rifle spitting oi 
screams of their compatriots. Their sleepy eyes open and they see a cryochamber covt 
webby substance, and as their sight grows clearer, they see one of their own engaged 
hand-to-hand struggle with a thing straight from their darkest nightmares as it rips his head clean off, 


in white-hot bursts and the 
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SHADIS TWENTY-THREE 


his pulse rifle firing another round into its badly 
wounded belly. 


As the limp body of their comrade falls to the 
floor, the wounded spider turns toward them, its 
body oozing with a black fluid that steams and 
stinks of month old corpses and its mandibles 
flash a wet crimson as it moves closer ... 


THE ARM 


The meres are on the planet because of the 
ARM (The Anarchist Rebellion Movement). 
Information regarding the ARM can be found on 
p 22 of No Man’s Land, but all pertinent 
information is summarized here. 


The meres (PCs) did a thorough job, although 
they did not stop to check exactly what kind of 
research was being performed. If they had, they 
would have discovered something quite 
extraordinary ... 


THE SPIDERS 


The Spiders on Driscoll VII are very curious 
indeed. They have a “hive mind" intelligence, 
thus allowing them to share thoughts and 
experiences. Unlike terran spiders, the spiders of 
Driscoll VII have both an exoskeleton and an 
endoskeleton. They are also equipped with a 
powerful stinger and are able to spit poison up to 
fifty feet. They are fully capable of spinning webs, 
and it is these webs that allows them to move 
about on ceilings and walls and such. Eventually, 


lllus. ©Anson Maddocks and NME 


ship responded to the attack by setting off its 
defense systems. The Spiders were unsuccessful 
in destroying the meres, but they did damage 
enough of the ship to knock out its main 
computer, thus rendering the signaling system 
and most of the secondary functions useless. 

The emergency computer booted up, finding 
the antenna completely inoperable and the 
meres slipping away in their cryochambers. It re¬ 
established the cryochambers and began its long 
process of rebooting the main computer. But too 
much damage had been done by the Spiders, and 
with only emergency programs, all the computer 
could do was keep the meres alive and in stasis. 

The Spiders, meanwhile, continued their 
normal way of life. They set traps for the local 
fauna, mated, multiplied and stayed clear of the 
villainous ship. However, the Spiders never 
forget, and soon, their curiosity overcame their 
fear. They once again decided to investigate the 


their weight and mass forbids them from such 
acrobatics, and that is when they begin their long 
journey towards isolation and death. More 
information regarding the spiders can be found in 
Part Two of this article next issue. 


Just before the meres showed up, the Spiders 
had established contact with the terran 
scientists, and though initial contact was 
hesitant, further contact allowed the humans to 
establish a bond of trust with the aliens. 


Then the meres arrived and slaughtered the 
scientists. The concept of murder is alien to the 
Spiders, but rage is not. The Spiders viewed the 
meres as abominations and sought their 
destruction. They attacked the meres after they 
had settled down in their cryochambers. The 


The ARM is an organization dedicated to 
serving the Arachnids - an alien race that is 
devoted to the 
destruction of non- 
Arachnid life. They 
are traitors to the 
human race and 
though there are 
many theories as to 
why (basic greed, 
brain washing, etc.), 
the only important 
element here is that 
they will sell you out 
without a second 
thought. 

When the ARM 
heard about a secret 
base located far off 
the main trading 
routes, and that it 
involved Arachnid 
research of some 
kind, they spent no 
expense at wiping the 
research base out. 

They hired a gang of meres to go in and eradicate 
the base. They were to take all research material 
they could get and bring it back to ARM. 
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The deathly 
silence of space 
is shattered by 
the terrifying 
whine of laser 
fire skittering 
across your 
ship’s hull. You 
spin your Thlon 
into a desperate 
barrel roll in a 
vain effort to 
evade the Dart 
on your tail, only 
to find yourself 
staring at a new 
foe... nose to 
mirrored-cockpit 
nose. 

Fighter pilots 
never get a 
break. 


Flu ’til You Die! 
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meres’ ship. The emergency computer detected 
the alien life form as it approached and began 
waking the meres. Unfortunately, much damage 
had been done to their memories by the main 
computer, and they are unable to remember 
anything other than their basic training as meres. 
Other instincts will come back to them 
immediately (the need for a smoke, favorite 
phrases, etc.), but they will be lost as to where 
they are or why there are there. 


understanding of the area the meres are about to 
enter, including any pertinent information you 
should remember. The Set-Up will give you a 
complete description of what the PC's see when 
they enter the area. The Action will tell you 
what will occur when the meres enter and what 
will occur while they are there. The Follow-Up 
will tell you what effect their actions will have on 
future Scenes. 


ORGANIZATION 

This scenario begins with the PC’s having no 
memory of who they are, what they are, or why 
they are, and here’s a big nasty icky thing bearing 
down on their near-naked frozen bodies. There 
are weapons visible on the other side of the 
compartment. The spider stands between them 
and their only means of survival. Yeah, they’re in 


SCENE ONE: Spiders, Spiders 
Everywhere 

THE RUNDOWN: 

One Exit. 

One Spider. 

One Gun Locker. 

No Surprises. 



deep kaka. 

The rest of the scenario takes place in a rather 
linear fashion. Each area on the map is a Scene. 
Each Scene is divided into 4 Sections: The 
Rundown, The Set-Up, The Action, and The 
Follow-Up. The Run-Down will give you a basic 


THE SET UP: 

The characters awaken to 
the sound of gunfire. They 
know nothing of their 
whereabouts, they know 
nothing of each other, they 
know very little about 
themselves. As they open 
their eyes, they see a small 
room filled with black 
billowing smoke and laser fire 
streaming through the smoke 
at their unprotected heads. 
There is the sound of human 
screaming and another sound 
- something that sounds like a 
giant rattlesnake and the 
thunderous cracking of a 
whip. 

When they finally get a 
clue and start moving, they 
will see what’s making all the 
fuss: a fellow mere, trapped 
against a wall with half of his 
body wrapped in a thick 
webby fluid. His right hand is 
stuck to the wall with his rifle 
locked in his fist, his finger 
has the trigger depressed, 
firing in random directions all 
about the small, circular 
chamber. Perched on the wall 
before him is the most hideous 
arachnid-thing the meres have ever seen. Just as 
they come into visual range of the spider, it’s 
mandibles have fixed on the meres fear-filled face 
and they rip his head clean away from his body. 
The severed member falls to their feet, the body 
on the wall twitches a few more times, and then 



FILE NRME: 
RRM-1138-R 
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SPIDERS OF 
0RI5C0LL VII 

ORIGIN: Driscoll 
| VII 

CLASSIFICATION: 

Arachnid 

SIZE: 

“ Rd o ft:" 8: 5 m/300 kg: 
I Y. Adult: 1.5 m/150 kg; 
I Youth: 30 cm/6 kg 

BODY POINTS: 
Adult: RO+dlO; 

| Y. Adult: 10+dl0; 
.Youth; kiln_ _ 

MOVEMENT: 

15/18/300 

INITIATIVE MOO: 
Adult: I*-!; 

Y. Adult: +0: 
-Yooth:4f3—-- 

THRESHOLD: 

Adult: i0; 

Y. Adult 5; 

Youth: N/A 

VISION/SMELL/HEAR 
'-20/+30/+30 
(see belouj) 

NO. OF ATTRCK5: 
See Belouj 

DAMAGE/ ATTACK: 
Spike Impale: 1-10; 

" Bit e : i -s :- 

Crush: "Give It Up" 

ATTACK NUMBER: 
See Belouj 

5PECIRL RTTACKS: 
See Belouj 

SPECIAL 
DEFENSES: See 
Beloiu 

IQ: 5-20 

MATRIX U5E: N/A 
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EQUIPMENT 
FOUND IN 
SCENE SIX 

RRMOR 
(6) RKMB 
Improved Body 
Suits (each ujith 
armed with Kinetic 
Field Generators) 
(6) TDR Helmets 

LUERPONS 
(5) PC-6 Pulse 
Rifles 
(all mounted with 
infra-red sights) 
|2) Marsral 12g 
Double Barrel 
Riot Control 
5hotguns 
(1) Blazer Flame¬ 
thrower 
| (1) M-L50 Grenade 
Launcher 

LUERPON 
RCCES50RIE5 
(20) 00 Buck 
shot shotgun 
shells 
(10) Pulse 
weapon recharge 
packs (each pack 
| will fully recharge a 
rifle 3 times) 
(3) Fragmentation 
grenades 
(converted to be 
used with grenade 
launcher) 
(15) P-H grenades 
(standard hand¬ 
held) 

EQUIPMENT 
FOUND IN 
SCENE SIX 
(CONTINUED) 

PER50NRL 






the arachnid turns to face them. 
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SCENE TWO: Jane Fonda’s Nightmare 


THE ACTION 

This Scene’s action should be fast and furious. 
The spider is deadly and moves much faster than 
the meres can. It is capable of spitting poison, 
delivering venomous bites and even skedaddling 
if it feels it’s being overwhelmed. The spider is 
also part of a hive-mind, meaning that the 
instant it encounters danger, the three other 
spiders that are in other parts of the ship will 
come to its aid quickly. Our heroes don’t have a 
lot of time to act. 

There is a small bit of hope. Just behind the 
spider is a weapons rack with three rifles on it. 
The spider has no idea what a weapon is, so it 
won’t be too concerned about guarding it. 
However, the meres have no idea that the rack is 
there; their memories have been wiped out by the 
ship’s Al. They will have to make visual contact 
with the locker, see the rifles and make it passed 
the spider to the rack. Clever players will figure 
out a way to do this. Unclever players will wind 
up as spider food. The rifles on the wall are PC-6 
Pulse Rifles. 

(NOTE: When the meres use pulse rifles when 
inside the ship, any misses should be checked to 
see if they’ve breached the hull. The 
atmosphere outside is not very friendly [it’s 
rich with oxygen, but it’s also rich with sulfur, 
which will kill hapless meres].) 

You should give the party at least 3 rounds of 
combat to get to the weapons before the spider 
starts feeling overwhelmed and calls its friends. 
The other spiders will take another 3 rounds to 
get to the room. The party should have weapons 
by then. The spiders will try to enter the room 
until one of them has been killed. As soon as that 
happens, they take off, leaving the meres to their 
ship. 

THE FOLLOW-UP 

The only way out of the room is through the 
only exit into the exercise area. The pressure 
door is open (no signs of forced entry ... curious) 
and perceptive meres will notice that it looks like 
this cryochamber was added to the ship as a last 
minute feature. The rest of the corridors look 
battle torn and yet, the paint on the cryochamber 
is still very fresh without any signs of wear or 
chipping. 

They may wonder why a drop ship needs a 
cryochamber. The answer is: it doesn’t. The folks 
who hired the meres for the job had no intention 
of allowing the meres to remember this little 
incident, and with the money they were offering, 
the meres were not willing to ask stupid questions 
about cryochambers. 


THE RUN-DOWN 

Web-filled room with “baby spiders” 
everywhere. 

Only one exit that must be opened manually. 


THE SET-UP 


As the meres move from their cryo-room to 
the rest of the ship, they will notice the signs of 
spider activity everywhere. The hallways are 
thick with webs. The first room is filled with 
excersise equipment covered in webs. There are 
seven “baby” spiders here. Four of the spiders 
could fit in your hand. Two of them are as big as 
a human head. The last one is the size of a Great 
Dane. The four tiny spiders will not advance on 
the meres, but the three older ones have no such 
reservations. They will 



attack the meres, 
withdrawing only if 
the largest is killed. 

The map shows 
the layout of the 
room and where the 
spiders have set up 
their thick webs. 

The meres do not 
have a way to deal 
with the webbing 
... yet. Laser 
fire will 
burn a 
single 
hole 
through 
the webbing 
and if the 
meres are willing to waste ammo on 
cutting down webs that they can walk 
around, they are welcome to do so. 
Let’s hope they don’t hit any lights! 


THE ACTION 

It’s all pretty 
straightforward here. Get 
through the room to the 
next one and try not to 
get bitten by too many 
spiders. The little guys 
will bite unwary or 
incautious meres, but the 
amount of damage they can 
do is negotiable. However, 
four small spiders can gang up 
on a lone marine, causing a great 
deal of damage. 


The only real trick of getting out of 
the room is the door. It’s pressure sealed and has 
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to be opened with the manual controls. The 
controls are located on the left side of the door 
behind a panel that has to be unscrewed with a 
phillips head screwdriver. Unfortunately, the 
meres have no such tool. They'll have to 
improvise by using a finger nail or a belt buckle. 
There is a tool they can use in the room, 
however. The tuning key that is used on one of 
the excersise bikes will make a fine jury rig. 
Anyone who has a Pick Locks skill will have a 
much higher degree of success, of course. But 
remember, the meres remember very little about 
their past. When one of them “remembers" how 
to pick locks, they should encounter a strange 
deja vu-like experience, fumbling the first few 
times they try. 

THE FOLLOW-UP 

Once they’re out of the room, they may want 
to close the door to keep any remaining spiders 
outside. This means they’ll have to break open 
the panel on the other side in order to close the 
door again. Or, they could close the door just 
enough for a man-sized creature (like a marine) 
to fit through, but not enough for the big spider 




to fit through. Once they’re through the door, 
they’ll be able to pick off attacking spiders with 
ease. But then, if they have their backs turned, 
they’re going to miss out on what’s behind them 
in the next room ... 


SCENE THREE: The Living Quarters 


THE RUN-DOWN 

Baby spiders on the floor, mommy on the 
ceiling... and a warning. 

Six doors: Two are locked and cannot be opened. 
The others must be opened manually. Tire north 
door leads to the bridge. The other doors lead to 
Engineering (the door at the end of the corridor 
is locked) and the recreation hall (empty except 
for pool tables and rotten food). 


THE SET-UP 


The living quarters 
(where the crew eats and 

w 


EQUIPMENT 

(Continued) 

(1) Motion Detector 
(1) DD-M8 Vaporizer 
(6) IR goggles 
(1) Box of 30 Flares 
(II Digital compass 
16) Backpacks 
(1) Flaregun 
(1) Grapple gun 

(1) Cutting torch 
(6) Com systems 
[headsets) 

(2) Medical Kits: 

(M) Massive BRI’s 
(1) Paramedic Kit 
(1) Rad Treatment 

Serum 

PI Reflex Tablets 
(there tuere ten; 
the seal on this 
has been broken 
and a fern 
already used) 









entertains itself) are a vast open area. Once 
again, the actual space in the room is concealed 
by masses of webbing that make the whole place 
seem like a labyrinth. However, upon entering 
the room, the meres should notice a single red 
flashing panel on the wall furthest from them. 
They'll have to make their way through a lot of 
webs to get there, but once they are there, they 
can read the vid screen and the words that flash 
there: 

EMERGENCY 

HTTR SYSTEMS SHUT DOWN 
EMERGENCY 

HTTR (dubbed “Mad Hatter” by the crew) 
has crashed. Hatter runs everything on the ship. 
It runs the engines, the doors, the defense 
systems, even the cryo-tubes. When the spiders 
invaded, Hatter tried repelling them, but there 



were too many. The damage the spiders did to the 
ship caused Hatter to crash. The emergency AI 
(“Alice”) booted up as soon as the Hatter 
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crashed. While Hatter has instructions to wipe 
out the meres’ memories and even kill them if 
anything goes wrong, Alice does not. Her only 
programs give her instructions to keep the meres 
safe and to wake them if security procedures fail. 
That’s why the meres woke when they did, and 
that’s why the door was open. 

Unfortunately, the meres will only be able to 
remember the fact that Hatter and Alice are the 
main and emergency Artificial Intelligences on 
the ship. They will not know of the secret 
priorities of Hatter, but they will know that the 
only way to communicate with either of them 
will be on the bridge. 

There are many spiders in this room. All of 
them are small except for one, and that one is on 
the ceiling, watching the meres. This large spider 
is about the size of a couch and the tiny spiders 
running over the room (there are a dozen of 
them) are her children. She will remain perfectly 
still unless the meres try anything against the 
tiny spiders. The tiny spiders will run and hide if 
the meres come close to them. They aren’t 
stupid. They’ve all seen what the meres can do 
and they have decided that the best course of 
action is to remain hidden. 

THE FOLLOW-UP 

There are three doors exiting this room. Two 
of them are locked. The third door - leading to 
the bridge - should get the meres where they 
need to go. Once again, the door must be opened 
manually. 


SCENE FOUR: Lost Little Alice 

THE RUN-DOWN 

There is only one exit to this room and the 
meres just came through it. 

Alice is operating and can communicate to the 
meres. 

No spiders. 

No webs. 

A new toy. 

THE SET-UP 

The bridge is clean of spider infestation. For 
some reason, the spiders never made it through 
the pressurized doors (It was because Hatter was 
more concerned protecting itself than it was 
protecting the meres. Perceptive meres may pick 
up on this). 

Alice has a lot to say to the meres. Her voice 
is distinctly feminine and a little confused. She 
was activated only a little while ago (depending 
on how quickly the meres got to her; she was 
actually activated about twenty minutes before 









Bug Hunt! 



the meres woke up) and she knows nothing of 
the meres’ mission. She knows how to re¬ 
establish HTTR (she doesn’t call the other A1 
"Hatter”) but the meres are going to have to go 
back through the ship in order to do it. 

The spiders' attack caused Hatter to crash. 
Once that occurred, the emergency systems 
kicked in and Alice was “awakened." The only 
way to get Hatter running again is to hit the 
circuit breakers in Engineering. Once this is 
accomplished, Alice will be able to “wake up” 
Hatter. So, now all the meres have to do is get 
back to Engineering. Alice will provide them 
with a map and show them the quickest way. 
Unfortunately, the door is still locked, and only 
Hatter can lock and unlock doors. However, 
Alice lets them know that there is a code key 
located just under the pilot’s seat. This will open 
the doors to Engineering and to the Supply 
Room. The choice is theirs. 

FOLLOW-UP 

If they go to Engineering: 

Skip to SCENE FIVE. 

If they go to Supply: 

Skip to SCENE SIX 

AND DON’T FORGET THE MOTHER 
SPIDER IN THE LIVING QUARTERS! 

SCENE FIVE: Waking Up Hatter 

THE RUN-DOWN 

There is only one exit. 

There is a large sign reading: DANGER! 
EXPLOSIVE MATERIALS on the door. 
Damaging anything in Engineering will cause 
bad things to happen to the meres. 

There are spiders everywhere. 

The door is stuck shut with webbing and has to 
be taken off with explosives. 

Once the circuit breakers have been thrown, 
Hatter will come back on line, see that the meres 
are out of their chambers and will try to kill them 
the best way he can. 

THE SET-UP 

The door the meres need to open requires a 
key. This key is a credit card sized piece of plastic 
that has a magnetic strip, allowing them to 
unlock the door. Once that’s done, they can 
remove the panel and use the manual controls. 
Opening the door will prove to be very difficult, 
however, because the entire door is stuck shut 
with webbing. 

The only way to get through the door is to 
blow it off, cut it off, or use some other clever 


method to get the door removed from the 
doorway. The obvious choice is using explosives 
to blow the hatch. This has its consequences. If 
the door is blown off, there is a 100% chance that 
its going to damage something. There is an equal 
chance of the Engine Core, Fuel Supply, the 
Circuit Breaker or the Spider Nest getting 
damaged. The effects of each are listed in THE 
ACTION below. 

THE ACTION 

Roll percentile dice. 01-25 = Engine Core; 26- 
50 = Fuel Supply; 51-75 = Circuit Breaker; and 
76-100 = Spider Nest. 

If the Engine Core is damaged: 

The ship’s power center has been damaged 
and the meres are in trouble. Once the power 
core has been damaged, a melt-down will begin. 
The meres have exactly four minutes before the 
shielding in the core breaks down and the ship 
explodes. When it does explode, the ship and the 
area around it will be a radioactive hell for 
10,000 years. Alice will inform them of the 
meltdown, but will be unable to tell them how 
much time they have (radiation leaks are so 
unstable!). 

If the Fuel Supply is damaged: 

The fuel the ship uses is a mixture of liquid 
hydrogen and liquid oxygen. When the door 
blows, shrapnel will puncture the liquid oxygen 
tank and the stuff will begin pouring out at 
hundreds of degrees below zero, freezing 
everything it touches. It will flow out slowly, 
giving the meres ample time to do what they 
must. Allow about five minutes of action before 
the liquid reaches the meres. However, keep in 
mind that anything the liquid touches is going to 
freeze, and while freezing the hull alone will not 
cause it to breach, causing any other damage to it 
once it is frozen certainly will (like, say, walking 
on it). 

If the Circuit Breaker is damaged: 

This option is deceptive at many levels. On 
the surface, it’s a bad thing for the meres because 
they cannot restore Hatter. But then, they really 
don’t want to restore Hatter because the A1 has 
orders to kill them. If they don’t restore Hatter, 
they won’t catch on to the fact that they weren’t 
supposed to survive this mission. The answer to 
that riddle lies in the science bunker anyway. 
However, if the main computer can’t be brought 
on line, they can’t activate the doors that will 
allow them to drive the transports out to the 
bunker, forcing them to find another option. 

If the Nest is damaged: 

There is a large nest in Engineering, located 
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FILE NRME: 
RRM-1138-B 
SUBJECT: 
SPIDERS OF 
DRISCOLL VII 
(CONTINUED! 

The Spiders 
□f Driscoll VII 
are a tough 
batch of 
beasties. 

They are 
immune to 
just about 
anything, but 
are especially 
vulnerable to 
fire, acid and 
electricity. 
Because of 
thier “hive- 
mind’' 
intellect, 
mental 
attacks 
usually 
backfire on 
mentallists 
(imagine 
having a 
hundred 
thousand 
minds inside 
your head all 
at once). 

They have 
both an 
exoskeleton 
and an 
endoskeleton 
(they have to 
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because of 
their size and 
ujeight), and 
they also 
have a soft, 
hairy 
underbelly. 
The baby 
spiders cling 
to the 
mother's 
underbelly. 
Luaiting for 
food. UJhen a 
spider 
becomes a 
mother, a 
dormant gland 
in the back of 
her mouth 
activates, 
creating a 
special 
neurotoxin 
that can be 
spit up to 50’. 

This 
neurotoxin 
Luorks as a 
poison and 
has a save 
modifier of - 
20. If the 
save fails, the 


just above the power core. If this nest is damaged, 
dozens of spiders will emerge, ready to defend the 
nest. These spiders are all of varying size, and the 
meres have no way of dealing with them. 
Everything in Engineering is fragile. Throwing 
fragmentation grenades around will do much 
more harm than good and the meres will be 
forced to retreat from the area without achieving 
their goal of bringing Hatter back on line. 
Shooting and missing in Engineering will doom 
them. Let them know this with all of the 
DANGER signs on the walls. 

The Other Option: 

There is a very simple answer to this problem 
of the door. In the Supply Bay, there is a cutting 
torch. With a little ingenuity (and a lot of 
patience), the meres can cut through the door. 
The flames from the cutting torch will set fire to 
the webs inside of Engineering. This fire will 
spread for many minutes, burning webs and 
spiders alike. All the meres have to do is wait and 
listen to the sounds and sniff the smells of 
burning spiders. Sooner or later they’ll be able to 
enter the bay with the fire extinguishers located 
in the Supply Bay and hit the circuit breakers. 

THE FOLLOW-UP 

IF (and that’s a mighty big “if’) the meres 
manage to hit the circuit breakers, Hitter will 
come back on line. It will take exactly twenty 
seconds for the computer to “awaken" and once 
it does, things will happen pretty quickly. It will 
act in the blink of an eye (Hatter thinks that fast, 
you know) and it will take the following actions 
- all of which will take place in under two 
seconds. 

1) Hatter will realize the meres are out of their 
chambers and alive. 

2) Hatter will recognize Post-Operation 
Priority Two: Kill the meres if they escape the 
cryochambers. 

3) Hatter will attempt to shut down Alice, but 
it will find that it cannot since the connecting 
circuits have been damaged (the reason that 
Alice couldn’t turn Hatter back on). 

4) Hatter will activate the Emergency Defense 
System on the ship which will activate lasers and 
chemical weapons that will try to kill anything 
that moves on the ship. 

Once this course of action has been taken, 
Alice will intervene. While Hatter has been 
programmed to kill the meres, Alice's main 
programming dictates that she protect the meres 
at any cost. This includes shutting Hatter back 
down. 

Before she can act, however, the room will 
begin to fill with toxic gas. If the defense 
mechanism was working in perfect order, the 
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meres would be dead in moments. However, the 
webbing has jammed some of the gas jets, and 
Hatter cannot fill up the room as well as he 
usually is able to. By the way, the spiders are 
immune to the gas. All meres must make a 
Constitution check at -20 immediately. Any 
meres failing this save will fall to the floor, crying 
and puking. Every marine must make a CON 
save after that one (at -20) each 30 seconds. A 
second failure will knock the marine out and a 
third failure will begin to do damage. After their 
3rd failed CON check, the marine will take a d 10 
number of hits every second turn. 

As soon as this occurs, Alice will get on the 
Emergency Klaxon and tell the meres what is 
happening. She cannot override Hatter because 
of the damaged circuits and hitting the circuit 
breaker again will not shut him off. They've got 
to get back to the bridge to shut him down. Now, 
they have to really run. 

SCENE SIX: Goodies 


THE RUN-DOWN 

Lots of weapons and armor and equipment. 

No spiders. 

One locked door. 

THE SET-UP 

This long room contains all the weapons and 
equipment that the meres need. The door is 
locked, but they’ve got a key. They still have to 
pull away the panel and manually open the door. 

Once they’re in the room, they’ll have access 
to all kinds of neat stuff. See the sidebar for 
equipment list. 


SCENE SEVEN: Putting The Hatter To 
Sleep 

THE RUN-DOWN 

Making it back to the bridge while dodging 
spiders and death traps. 

Flashing lights and gas make it very difficult to 
see and hear anything. 

Spiders notice all the noise and commotion and 
become very defensive. 

THE SET-UP 

Here’s where the meres get to run the 
gauntlet. They have to make their way back to 
the bridge with all the nasty death traps the 
ship has been set up with to deal with 
infiltrators. Hatter will gladly use these on meres 
and spiders: he doesn't care. 

THE ACTION 











Bug Hunt! 


While running the gauntlet, you will notice 
that the death traps have been marked on the 
map, Here's where you get to match the numbers 
up with the traps. 

Trap #1: Lasers 

Very simple. Lasers fire out at the meres. They 
have equivalent damage to light laser rifles. They 
have a Rifle Skill of 70% and can fire once per 
turn. 

Trap #2: Qos 

The gas bombs the ship drops are identical to 
the gas bombs in SCENE FIVE, including the 
fact that the webs on the interior of the ship are 
mucking them up. Once the gas has been 
released, the meres have to make a CON check 
at -20 every turn. If they fail the first CON 
check, they are immobilized. Their eyes will bum 
and their stomachs will regurgitate. A second 
failed CON check will knock them out. A third 
CON check failure will cause them a d 10 in hits. 
Any failed CON check after the third will cause 
hits. If they succeed the first check, all rolls are 
still at -10. This effect is non-cumulative (in 
other words, their CON checks are always at -20). 
Any successful CON check will allow the marine 
to move about, but still operate at -10. 


threaten them with knowledge that they need, 
letting them know that he knows about their 
memory loss because he’s the one that did it. 

He’ll promise anything to keep from getting 
switched off, but once the meres get to the 
bridge, there’s nothing that he can do about it. 
There are no defense systems on the bridge and 
the meres have him cornered. Alice tells them 
that once he’s shut down, the meres will have full 
access to his memory banks, letting them know 
everything they need. She continually urges 
them to shut Hatter down. 

HINT: MAKE THIS DAMNED 
SUSPICIOUS. 

Who’s telling the truth? Who is really trying to 
kill them? Is it Alice or is it Hatter? After all, 
their troubles started when Hatter was shut down. 
Isn’t it a bit of a coincidence that all the attacks 
started when Hatter came back on line? 

The way to get to the truth is very simple. 
Alice cannot lie. It isn’t in her programming. 
She’ll tell the meres this, but Hatter will tell 
them that she’s lying. There are several ways of 
getting at the truth here, and truly clever players 
can figure it out, but if they make the mistake of 
shutting down Alice instead of Hatter, they’re 
hosed. 



Trap #3: Sound 

There is a sound generator that will cause d2 
automatic hits every 
turn along with a 
need for a CON 
check. Once again, 
the webbing has 
caused the generator 
to operate as if it were 
muffled. Under 
normal conditions, 
the meres would be 
knocked to the 
ground with their 
ears bleeding. If a 
marine fails the CON 
check, he falls to the 
floor screaming, 
covering his ears and 
shouting “Mommy, 
make it stop!” The 
sound generator can 
be taken out by a 
laser blast or grenade. 


Illus. ©William O’Connor and NME 


Putting Hatter To Sleep 
Once the meres have made it to the bridge, 
turning off the Hatter will not be easy. It requires 
4 Computer Skill rolls to shut him down, and he 
will be screaming about it all the way. He’ll 


FOLLOW- UP 

Once the meres have shut Hatter down, 
they’ll have access to his memory banks Read 
them the following passage: 
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RRM-1138-B 
SUBJECT: 
SPIDERS OF 
DRISCOLL VII 


becomes 
numb and the 
mother spider |jj 
craujls over it, 
slices it into a 
stem Luith her 
pincers and 
mandibles 
3nd then rubs 
her belly in 
the mess. 

The baby 
spiders on 
her belly feed 
on the juices 
and small 
meat pieces 
that cling to 
her underbelly 
hairs. Rny 
spider has 
the capability 
of being both 
a mother and 
a father. 

Mothers tend 
to groin fat 
uuhile fathers 
stay lean. 

Use the stats 
for the "Rdult" 
for mothers 
and "Young 
-A du lt " fop—— 
fathers. 











RLE-NAME: 
RRM-1138-B 
SUBJECT: 
SPIDERS OF 
DRISCOLL VII 
(CONTINUED) 


Male spiders 
attack Luith 
their 
"Clatu/Clauj/ 
Bite” combo, 
thus gaining 3 
attacks per 
round. The 
"ClaLu” is 
actually the 
pincer located 
on either side 
of the mam 
and if it gains 
a critical hit. 

there is a 
MO% chance 
the body has 
been impaled. 

UJhile 
impaled, the 
body takes an 
additional 2-M 
hits because 
of the mound 
and because 
the pincers 
are coated in 
the spider's 
poisonous 
saliva. 
Mothers are 
usually 
escorted by a 
group of 1-3 
Young Rdults 
and Young 
Rdults usually 
go out in 
hunting 
groups of 2-M. 


1 Battlelords of the 23rd Century! 


t 


operation: spider-climb 
operation priority one: all researchers 
lipuldated 

operation priority two: research 
information collated 
post-operation priority one: eliminate 
team-members' memories for re¬ 
education. 

post-operation priority two: eliminate 

team-members 

all other priorities rescinded. 

arm lift ship will pick up drop ship 

seventy-two hours after signal has been 

received. 


don't spend the time to hook her up, well 
that’s life in deep space. 


SCENE EIGHT: Getting Some Wheels 


THE RUN-DOWN 

I Then aercs have to get into the tranl 
V it's crawlingiwirh spiders. 

There's no way to ma nual] 
have to blow it i 
There are 3 tn nsports: "one is" 
nd low on am: TO (from the first time the met 



if the meres check, the signal beacon was 
twenty-four hours ago. This means than 
mercs have just over fifty hours to find a way off 
the planet before their employers come to pick 
them up. % 

And if it wasn’t explicit enough: .ARM is 
coming to pick them up. These are the terrorists 
who drop nasty alien things into die middle of 

cities just for fun. They .will have no problem 
dropping nukes on the sitSjust to'make sure it’s 
clean before they show up. , ] t 

So, now the refiizat ion. Jinks inuThe mer^ 
were here to kill the researched. They were here-, 
to gather the information the researchers had 


ed up to the main data base,:she 
ean'lcfentify the fact that there are spiders in 
there and gas the place, and then tfog meres will 
.Jaave-M deal with agirau&spiders'.'f 
THE SET-1 T 

The large door that leads to the transport bay 
is locked. Only Alifce can open this door, but it's 
been webbed shut from the other side, so she 
won’t be any help. The meres are going to have 
to blow a thc doot They could try the torch 
technique again, howpver, which isn’t too bad of 
an idea.' * , 

•ioHs fre< 


Once the doords fiee from webbing, the meres 
are going to have to find a way to free the placg 
of spiders. It’s crawling with them. There are six 
nests and the only transport that is free of spiders 
is the used one. The spiders saw it enter The 
complex and they are afraid of it. 


gathered. They were going to get their memories 

sucked up and they were going to get "re- , . ... 

educated” - whatever thatimeans. Their masters' again ’ using ,he flame tWcr would bc 


are on their way back and they aren’t going to be 
too happy about what’s going on. 


With a little repair work (about five hours and 
a few skill rolls), the meres can hook Alice up to 
the main data base and she can start pulling all 
the files they need from Hatter’s memory. If the 
meres try looking for the information they took 
from the base, they’ll find that the files are empty. 
Apparently, Hatter erased them before they got 
to him. The only answers to the mystery of why 
they are here on the planet lie in the science 
bunker. They are going to have to make it all the 
way across the one mile stretch to the bunker. If 
they take a look outside, they’ll see a whole mess 
of spiders out there, creeping around. 

Alice will suggest that they use one of the land 
rovers. If they haven’t hooked her up to the main 
data base yet, she won’t be able to open the door 
for them. They could blow the door, but that 
would be rather bad. You see, the spiders got in 
the ship through the transport bay in the first 
place, and the door there is jammed open. If 
Alice is hooked up to the data base, she can tell 
them that the door is jammed open and that the 
place is probably crawling with spiders. If they 


a bad idea here. Those flames will destroy" the 
spiders, but will also do damage to the transports 
With all that rides on having a safe transport to 
the science bunker, it would be unwise to 
jeopardize their only safe passage on this planet. 
Also, remind them that it would probably take 
about an hour to move on foot to the bunker. An 
hour of continuously unloading precious ammo 
should dissuade,|them from blowing up rheir 


transports. 


THE ACTION 


3 


There are exactly seventeen spiders in this 
room. Three adults,’ seven young adults and 
seven infants. The spiders jvill communicate 
with each other, using the tactics' they usually 
employ for the capture of food. When they feel 
the vibrations coming from the other side of the 
door, the spiders will begin to position 
themselves. One spider will hide behind the 
transport closest to the door (Transport A). The 
other two adults will hide behind Transport C. 
The first spider will play a duck and weave game, 
moving the meres along one side of the 
transports while the other two spiders move 
along the other side of the transports to get 










behind the meres. The young adults will wait on 
the ceiling until the meres are in position. Once 
the meres are in the far north comer, the spiders 
on the ceiling will drop and the two otter adults 
will charge. These are the tactics the spiders will 
use to kill the meres. They are not clever enough 
to improvise, only use what has worked bfefore. 


events. 

The egg sack can be removed surgically, but 
the meres are going to have to find out about it 
first. Players can be pretty clever about these 
things, however, and they may get a bad feeling 
about their friend. If-tiiey discover the egg sack 
somehow, havaflntice recommend that they wait 
until they Bet-to the sqpnce bunker. Who knows: 


SPECIAL NOTE!: When the mere3 first enter the 
room, have each of them make an Intuition Check. 
Mark which Marine rolls the loweAmd continue on 
with the story. Each minute of yeal time, have then, 
..-same marine make another .Intuition Chejd&’^jhe 
succeeds, tell him (or pass him a rune) that he feels 
uneasy about this whole set-up.Tf he makes a second 
Cheated hint that he's beginning to feel a sense of 
• this befoferifhe 
give him'a note) 


removj 


bird Check, tell him 
efinitely done this be) 
l plan. Omitor dumff 
the general idea. Th# 


some 


C#Wton that he has 
somehow he's/ got 
him make all rplls at 


As I said above, the spiders di 
to improvise. This is their strap 
know how to change ifflF the 
encounter, they’ll be ai" 
transports to make it ov$t 
Their friend with the head; 
make his rolls at -20 for t 
scenario, but there is a vety 
going through such pain .j. 


Part One of Bug Hunt 
Njekt issue. Part Two 
will detail the interior 
L of the science 
V bunker, the true 
nature of the spiders 
and \m arrival of a 
f smuggler who might 
mean the meres’ 


f will continue] 
remainder of t 
>d reasohithat h 


Ringer In Spite Of,Himself 

: with the headache has a jjreblem. 
tial mission, he got separated from 
le group''When they 
stumbling, covered wit! 
of it spider blood. He n 
to the ship, but his 
unds and spider stings, 
hap has been infected w 
egg sack just-under the nape of his neclctehe 
entry wound looks just like a bruise that a sting 
would give him, and so the meres didn’tJthinR 5 
anything of it. When Hatter scanned thenB^all for 
alien contamination, he found the spider sack, 
but did not tell the meres about it. What a nicei 
guy- 

This little egg sack is going to cause problems 
for both the meres and the spiders. The meres are 
going to have a man, operating at -20 until the 
eggs mature and eat their way out of the marine. 
This is a problem. However, until thattime, the 
marine is going to be experiencing contact with 
the “hive-mind" of thjr spiders, represented by 
Intuition Rolls and “gut feelings” about certain 


ly was 


ation 
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n Yew Europa, Tom 01am lias faced dragons, steam 
powered landf or tresses, faerie lords, and clockwork 
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by (Paul Cucas 


Recording to ancient legend, the Faerie 
/W were mysterious, magical peoples who 
lived in the unknowable world of the 
v •'deep wilderness. Some were friendly. 
Some were not. But they were all feared by the 
people of medieval times for their magical powers. 

The table that follows presents a number of dif¬ 
ferent encounters with a variety of Faerie folk, all 
taking place in the depths of a mysterious or mag¬ 
ical forest the party might find itself in. 

01: Elves dancing in the moonlight. May be 
part of a benign celebration, magical rite, or sinis¬ 
ter human sacrifice. 

02: Elven child playing with human skull. 
("Where did you get that, little boy?” “From my 
mommy’s head, sir.”) 

03: Satyr playing pipe flute. 

04: Pixies gathering for war on neighboring 
Pixie tribe. 

05: Elf maiden riding unicorn. 

06: Dryad picking flowers with human lover. 

07: Elf druid parlaying with disapproving treant 
over some forest matter. 

08: Elven thieves waiting in ambush. May be 
armed with magical weapons, spells. 

09: Elf champion guarding sacred, secluded 
spring. Will fight to the death before it is defiled 
by outsiders. 

10: Elven bard serenading human lover. 

11: Evil elves gambling with dice over fate of 
human victim hanging bound and helpless in a 
nearby tree. 

12: Beautiful but powerful Elf sorceress bathing 
in pond. She will be very displeased with anyone 
spying on her or stealing her clothes. 


13: Rival Pixie tribes having naval battle in 
pond, complete with miniature sailing ships. 

14: Young Elf warriors hunting mystical white 
stag. May be part of coming-of-age rite. 

15: Evil Elf bearing kidnapped human child in 
gunny sack. 

16: Pixies hollowing out tree for stronghold. 

17: Elven druid performing mysterious magical 
ritual. 

18: Elven criminal locked in stockades in mid¬ 
dle of woods. Will use guile to try to get the party 
to free him. 

19: Elven maiden crying over unknown or trag¬ 
ic fate of lover/father/child. 

20: Elven ruler having secret rendezvous with 
human lover. 

21: Rival Pixie tribes in middle of very bloody 
battle over a strategic oak tree. 

22: Pixies trying to capture hawk for mount. 

23: Elf druid trying to heal an animal. May 
reward any assistance. 

24: Evil elven mage parlaying with dark knight. 
Both are formidable foes planning on owerthrow- 
ing the local Faerie lords. 

25: Satyr trying to woo unimpressed Dryad. 
The Dryad will welcome any interruption 

26: Satyr whittling new set of pipes. 

27: Pixies harvesting magical berries by moon¬ 
light. 

28: Dryad tending extensive flower garden by 
her tree. She loves her garden very much, and may 
reward anyone who can bring her exotic flowers. 

29: Dryad arguing with disapproving treant 


se Encounters 
nbom Kind: 
VJoodland Qaerie 


of the 
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Close Encounters of the Random Kind 


over the mischievous pranks she plays on trav¬ 
ellers. 

30: Confused Dryad standing over fresh human 
corpse. She is holding a bloody dagger, but swears 
she knows nothing of the murder. 

31: Dryad who owns a dozen pet cats. She loves 
her cats very much, and may reward anyone who 
helps her pets in trouble. 

32: Elven burial mound. A terrible curse will 
befall anyone who defiles the grave for the 
rumored treasure buried beneath. 

33: Mystical drawbridge leads to other-dimen¬ 
sional Faerie fortification. 

34: Desperate, three-inch tall human trying to 
find the female Pixie sorceress who shrunk him. 

35: Donkey-headed human looking for lover. 
He is unaware of his transformation. 

36: Diminutive Elves making toys in snow¬ 
bound workshop. 

37: Pixie army fighting bear over honeycombs. 

38: Evil Elf mage summoning monster to do his 
dark bidding. 

39: Faerie hounds baying in the distance. 

40: Raven familiar of elf magic-user watches 
party. 

41: Downtrodden Pixie warrior, outcast by his 
tribe. 

42: Elven wolf-changeling leading wolf pack. 

43: Elven fletcher on quest to find enchanted 
wood for magical bows. May reward whomever 
helps him with such a bow. 

44: Elven funeral procession. Disturbances will 
be very unappreciated. 

45: Reclusive human witch with her half-elven 
child. 

46: Satyrs getting drunk with stolen ale keg. 

47: Elven tower hidden by a magical mist. 

48: Bridge leading to elven lands guarded by 
cursed elf. He must forever guard the bridge until 
the last tree in the forest dies. 

49: Floating island inhabited by winged elves. 

50: Dryad whose tree is threatened by woods¬ 
men approaches the party, pleading for help. 

51: Warrior Dryad guarding sacred grove. She 
is a very formidable fighter who can command any 
creature or plant in the forest. 

52: Dashing sword-Elf saving travellers from 
brigands. He is handsome, suave, and a bit vain. 

53: Elf mage scrying using small pond. 

54: Large, invisible rabbit looking for friend. 

55: Smiling faerie cat who keeps appearing and 
disappearing. 


56: Faerie monolith with mysterious runes. 

57: Ancient ruins of long-abandoned elven 
enclave. 

58: Hidden conclave of powerful Elf magic- 
users. They appreciate their privacy, and do not 
take kindly to intruders. 

59: Secluded elven wedding. Party may be 
invited to join the revelry if they behave them¬ 
selves. 

60: Human warrior looking for Elf lover, kid¬ 
napped by dark forces. He is obsessed with her and 
will not rest until she is safe. 

61: Savage, barbarian Elves protecting their 
primeval territory. 

62: Battered, heroic Elf warrior fighting losing 
battle with huge dragon. 

63: Centaur father teaching nervous daughter 
to hunt. 

64: Centaur shaman marking sigils on trees, 
invoking the blessing of the forest’s spirits. 

65: Centaur druid gathering herbs for medici¬ 
nal potion. 

66: Centaur maiden gathering flowers. She is 
very naive and filled with romantic notions. May 
develop an instant crush on a male PC. 

67: Young Centaur warriors engaging in rite-of- 
manhood race through breadth of forest. 

68: Pixie border patrol mounted on lynxes. 

69: Pixies dive-bombing human tresspasser. 

70: Pixies engaging in seasonal celebration 
feast. 

71: Hapless human cursed by Elves to wander 
woods forever. 

72: Centaur family having picnic. May invite 
party to join them if PCs behave themselves. 

73: Snare set by prankster Pixies. 

74: Elusive white Faerie stag that can never be 
caught shadows the party, taunting them. 

75: If the party is lost, a Faerie horse appears 
and leads them out of the forest. 

76: Huge faerie animal sigil carved into side of 
hill. 

77: Elven magic user with 2d 12 raven familiars. 

78: Elf with magical flute leading a horde of 
mice. He plans to drown them in a nearby river. 

79: Dramatic play being enacted for royal faerie 
audience in middle of woods. 

80: Mysterious ring of standing stones, carved 
with faerie sigils. 

81: Love-struck elf writing poems in moon¬ 
light. The object of his affections, a human 
woman he spotted from afar, doesn’t know he 
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even exists. 

82: Evil Elves performing ritual animal sacri¬ 
fice. The animal may be enchanted, and reward 
anyone who rescues it. 

83: Evil Elf slavers travelling through forest 
with train of halfling slaves. 

84: Elven army encampment planning on raid¬ 
ing nearby human town. Definitely will not appre¬ 
ciate spies or intruders. 

85: Ancient, moss-covered statue of noble Elf. 
The Elf’s ghost haunts it. He will reward anyone 
who restores it and hideously curse anyone who 
defiles it. 

86: Centaur refugees fleeing a recent troll inva¬ 
sion of their wooded enclave. 

87: Faerie boat leads to a mystical island on a 
mist-shrouded lake. The boat will move back and 
forth to the island on its own, according to the 
will of its passengers. 

88: Elven champions dueling. They are 
ancient, bitter enemies. 

89: Cantakerous Elven hermit with gift of 
prophecy living in run-down shack. He wil make 
accurate but very vague predictions of the party’s 
future, 

I 90: Satyr greedily inspecting contents of stolen 


sack. 

91: Elven mage parlaying with friendly forest 
dragon over alotted hunting territories. 

92: Centaur maiden, held prisoner by trolls, 
crying out for help. 

93: Elves, mounted on griffons, jousting in sky. 

94: Creepy Elf mage with Id 100 spider famil¬ 
iars. 

95: Human with treasure-laden sack fleeing 
from murderous Elf mob. 

96: Secret door in tree leads to hidden lair of 
Elf mage. He will try to scare party away with illu¬ 
sions, but means no real harm. 

97: Elf king and queen passing through with 
full entourage and guard. 

98: Ancient, moss-encrusted elf skeleton wear¬ 
ing rusted, cursed armor. 

99: Evil elf army out to exterminate all non- 
Elves they meet. 

100: The Wild Hunt. The stag-headed god 
Cernonnos and his pack of demonic hounds are 
summoned by the local Faerie to hunt down and 
exterminate the trespassing PCs. The party must 
elude the Hunt until dawn to survive. □ 


Exercise your creativity, ~ 
^not your dice-rolling hand! 

— Need to equip an army? With 
TableMaster your computer will roll 
up thousands of magical swords! 
Generate gems for a dragon’s hoard, 
daily weather for the next year, 
towns and villages and everyone in 
them by name, cargo for a starship, 
a galaxy of planets to take it to, and 
/ someone to sell it to when you get 
there! TableMaster does the tedious 
work and gives you the time you 
need to use your imagination. 


Wth TableMaster, you can translate virtually 
' any table from paper to silicon. No matter 
what game you play, you can set up any 
table you need for TableMaster. (Of course, 
it comes with dozens of ready-to-use tables, 
too!) Unlike other gamers' aid programs! 
TableMaster lets you do what you need for 
your game, not what some programmer 
somewhere needed for his game. Use it at 
home to help set up, or put it on your laptop 
and take it to the game. It's not just a 
treasure generator, or a character generator, 
or a world generator... 

...it’s a Spare Time Generator! 


If your game slore does not have TableMaster, send check or money 
order for $25 (Mass, residents add 5% tax) plus $3 shipping. 

^ Specify 5.25" or 3.5" discs. 

* Wintertree Software - 6 Colbert Ave. #14 Maynard MA 01754 
(505) 697-2075 73223.664<S>conipuserve.com 


System Requirements: 

MS-DOS 3.3 or later, 512K 
RAM, any video. Hard drive 4 
printer helpful but not 
required. Great for laptops! 
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EDITORIAL 


The people who know my partner 
Dave and me know that we aren't the 
ones with the “sexy” jobs here at 
Vl AEG. I get to make sure the bills 
. Vy get paid, track down past due 
YV accounts an d balance creativity 
\\ against profitability. Dave has 
discovered why people spend 
years in school learning how to 
do accounting. Two years ago, we 
helped launch Shadis into the gaming 
mainstream, and we had dreams of spending 
our days at the conference room table 
playing games and spending our evenings 
|W designing them. Well, it’s almost three 
U years later and Dave and I play a limited 
W role in the creative division at Shadis. 

■— We’re answering phones and stuffing 
envelopes and balancing books while the other 
side of the office is doing the fun stuff. 

But then, the opportunity to handle “The 
Edge" section came up for bids. I snatched it. It 
was my chance to be creative with the 


strange-but-true gaming stories, top ten lists, and 
“So you want to be a game designer?” horror 
stories. Anything you feel would help out The 
Edge is welcome. Send in your ideas and we’ll see 
what we can do about getting your name in 
print. 

Finally, with the help of Mart Wilson and 
Matt Staroscik (the layout crew who gave The 
Edge and Shadis this nifty new look), 1 want to 
direct your attention to the Subscription Ad on 
the next page. This is the beginning of the 
Shadis Core Rules Give-Away Specials. 
Subscribing is the best way to help support the 
future of Shadis or any other magazine. Sure it’s a 
gamble, but so is taking the Steelers +15 '/ 2 in 
the Superbowl (outcome yet to be determined at 
the time this was written). So, what is this guy 
trying to say? Subscribe! You get a cool game and 
we get to raise our distribution by one more loyal 
reader. By the way, have you got something to 
say about The Edge? Comments, criticisms, and 
especially shameless praise can be sent directly to 
the office or SHADlS2@aol.com. I will answer 



knowledge I’ve gained in the last three years of 
playing Phone Jockey. I knew the industry better 
than anyone else in the office, so this was going 
to be my baby. 

And so, it is my privilege to welcome you to 
The Edge. It's okay, don’t be frightened, you can 
step up and look over. Matt Staroscik and 1 have 
secured the guard railings ourselves, and for your 
information, we haven’t lost a tourist yet. Of 
course this is our first tour, but we won't worry 
about that. 

You, of course, want to know what The Edge 
is and why you should read it. In a nutshell, The 


them promptly and I may even use them in our 
letters page. 

Till next month,, 



JOHN ZINSER 


Edge is all the industry news stuff that used to be 



spread out all over Shadis. We put it in the back 
where it’s easy to find and where we can have a 
little more fun with it. You’ll find reviews, 
industry news and buying and selling tips for 
retailers and consumers. You’ll quickly notice the 
staff’s opinion on these subjects is pretty diverse 
(Nerf wars break out regularly in the office), 
and when one of them writes a review or has a 
comment to interject, you’ll be able to recognize 
who it is by their icon. 

Shadis presents itself as the magazine you 
want to take with you to the gaming table. The 
Edge is the section you take with you to the 
throne. If it’s happening in the gaming world, 
this is where you will find out about it. It’s also 
our reminder to game store owners, distributors, 
manufacturers and ourselves that we got into this 
business because we love games and we wanted 
to share our hobby with others, but (most of all) 
we all wanted to have fun. In order to do that, 
we need your help. The Edge is looking for 
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For a limited time only. Miss it and y 


Send Check or Money Order lo Shadis Magazine Battlelords offer, 4045 Guasti Rd. #212, Onlario, CA 91761 
Battlelords of the 23rd Century is TM and ©, Optimus Design Systems. Illustration by Rob Taylor. Actual manufacturer's standard retail price $86 
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When you subscribe now to V ^ 
Shadis Magazine, you’ll receive: 

• 12 monthly issues of Shadis Magazine ! 

The Whompin 254 pg Battlelords of the 23rd Century RPG! 
• Two! (Count ‘em) Two, beefy starter decks for the 
Battlelords Collectible Card Game! 
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MAKE YOUR FRIENDS CRY! 


WEASEL GAMES 


WHAT IS A WEASEL GAME? 

When 1 ask friends who use the term “weasel 
games" to explain it, they typically say something 
like, “You know, games for cold-hearted, sneaky, 
vicious people ... like weasels.” Obviously, it’s a 
difficult term to define. So let me 
approach it a bit at a time 

, ' WATCH 

CONSDER HISTORY ( YOUR 

BACK. 

You may nave _ 

own experience with CU 
expression “weasel O 
or a similar tcrm.O 
I became aware of it 
about a / 
decade ago, 

when gaming first 

became a passion in my life. Fortunately, I 
had a circle of friends who shared a fervor 
for playing competitive board games. We 
would spend entire weekends in the bliss of 
battling ores, propelling space ships, 
commanding armies, manipulating 
markets, launching nukes and 
partaking of a host of other 
wonders. Often, upon my 
completing some 
particularly clever or 
devastating (or desperate 
and savage) move, I 
would hear, “You are 
such a weasel.” Before 
long, friends came to 
refer to many of my 
favorite games as 
weasel games. 

My own dear 
wife even went so 
far as to use the 
term in reference to 
one I designed: 


GDW as part of their Space: 1889 product line. 
Recently, after having been away from that game 
for a few years, 1 ran it again at a home-town 
convention. As I watched 
game play 
unfold from 
this fresh 
perspective, 1 
was struck 
(okay, shocked) 
by just how 
“weasely” the session 
was. The players were 
ripping one another right 


stock 


and 


I had to admit that 
self 
to play 

that way. The Space: 
1889 RPG may 
itself as 
in a More 
Civilized Time,” but 
Temple of the 
Beastmen board 


the Temple of 
the Beastmen 

board game, 
published some 
years ago by 


‘WEASEL' GAMES CAN TURN SOME OF THE MOST MILD-MANNERED 
PLAYERS INTO BLOODTHIRSTY, BACKSTABBING MONSTERS. WHAT 
COULD BE BETTER? 



FIRST IN A SERIES! 


game shows a steel fist inside that velvet glove. 
And in doing so, it defines one central concept 
of the true weasel game: 

DONT JUST HJN WELL- TOP YOUR NEIGHBOR 

Ostensibly, the Temple of the Beastmen 
game is all about what happens to six heroes on 
individual quests to a High Martian “kraag" at 
the same moment in time. Each of the heroes 
has a different goal in mind, so in terms of 
background and story, there is no reason for 
them to compete. But what fun is a board game 
without competition! So this game was designed 
with rivalry built into it at the player level. The 
heroes may not be head-to-head competitors, but 
the players certainly are. 

As the primary example of “tripping your 
neighbor” in this game, most of the heroes’ 
individual goals are tied to particular time cards. 
If you can draw these cards before those heroes' 
players do, and discard them, the items never 
materialize in the High Martian complex, so the 
hapless players are just out of luck. They may 
still be able to gain enough victory points in 
other ways to win the game, but you'll certainly 
have made things harder for them. As a result, 
when players see you discard their big point card, 
they are likely to grit their teeth and call you a 
weasel. But remember, of course, they’re hoping 
to do the same thing to you. As a matter of fact, 
just to make sure that players don’t miss this 
important strategy, the rules make a point of 
recommending it. 

Add in the fact that a couple of the heroes 
actually share the same goal (and can’t both 
attain it at once), and a few cards designed to let 
you mess with other players — caving in a board 
section on their heroes, sending patrols of High 
Martians their way, blasting them with scatter- 
guns and a black powder bomb, etc. — and you 
have the beginnings of a true weasel wrestling 
match. 

PONT EVEN THIK OF MERCY 

Mercy has no place in a true weasel game. 
Don’t even consider asking for it. But just as 
importantly, don’t let yourself be tempted to give 
it. This is more than just a matter of optimizing 
your chances of winning: it is an issue of social 
survival. 

When my wife and I were newly married, we 
used to play Risk fairly often with other young 
couples. But it wasn’t long before we decided 
that, while the game is great for some groups, it 
can be dangerous for couples who want to 
maintain their marriage. Time and again, 
someone would be on a roll, wiping everyone 
else’s armies from the face of the map, to hear a 
pained cry from his or her spouse, “Hey, give me 



a break. I wasn’t 
that vicious in 
attacking you 
on my turn!” 

“But, 

Honey," the 
attacker 
would 
reason, “I’m 
trying to 
win here.” 

“Well," 
the spouse 

would complain, “You 
aren't being very nice 
about it.” 

Aha! 

That's it in 
a nutshell. 

Weasel games 
aren’t about 
being nice. They 
aren’t about taking 
turns being merciful. 

They are about being 
ruthless. 

Once, at a convention, 1 
sat down with some strangers 
to play Circus Maximus. In 
that 
take 

charioteers 
in a Ben 
Hur style 

race. The order of players is random each turn, 
and during one particular turn, the stranger 
sitting to my right ended up going last. That 
made things difficult for him. All of our chariots 
had left the straightaway and were negotiating 
the turn at the course's end, where it is easy for a 
chariot to flip if it is going too fast. Well, as each 
charioteer passed this fellow, they would whip his 
horses, trying to make his chariot speed up and 
crash. Each time, the fellow would slip his 
chariot to a lane farther out, where the turn was 
less sharp and the danger was less great. But 
finally it was right up against the outer wall and 
couldn’t sideslip further. 

As my turn approached, I happened to 
glance over at the player, and 1 was startled to 
see tears standing in his eyes. My kindly side 
reacted first, urging me to pat him on the back 
and say, “Don’t take it so hard.” But I was afraid 
of embarrassing him. My weasel side was just a 
second later thinking, "Boy, is he in the wrong 
game." 

When the dice came to me, 1 did the best 
thing possible under the circumstances: 1 rolled 
my movement and ran my chariot past his ... 
and I whipped his horses along the way. 
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USEFUL INFORMATION 


The third game in the Deckmaster series b due out thb spring. Wizards of the Coast, 
in conjunction with the Sendia media group, is planning a unique Internet 
promotion: Webrunner: The Hidden Agenda. Online contestants assume the role of 
a Runner and hack their way through puzzles to open code gates and uncover 
hidden agendas. This promotion will begin in mid-March and participants can win 
one of over 130 prizes. 


GAMA TRADE -J 

SHOW 

ct Finally, the Gama Trade Show is 

irj- back in a town where games are the 
focus of everyone's life (although we 
J would like to see it back in Vegas). 

It will be held in Atlantic City on 
March 10-13 at TROPWORLD 
Casino and Entertainment Resort. This is 
the only pros-only Trade Show for the gaming 
industry. Attendance looks like it will be 
good this year. For information, call Andon 
Unlimited at 206-204-5815 or fax (206) 204- 
5820. I have only attended a few, but if you 
are a retailer or manufacturer, it is the best 
show of the year to learn about what will be 
hot in the industry. 


OLD MEWS/GOOD NEWS 

Normally, the moving of a game designer froi 
one company to another is not news to me, but s 
we are such big fans of Lester Smith (see Weasel 
Gaming *1, this issue), we wanted to let everyone know he 
has taken his leave from TSR and is heading up the new 
game division at C omico with hb old writing buddy 


TSR, Inc. announces a huge nationwide contest to kick off gg r/, e s Pe// s C u de * 

“Dragon Month” in March. Players can win a trip for two to the **■ Ue ' n g ^ o/fr Cj . . 

Spanish or Euro Gen-Con Game Fair in England, a trip for two to ' 

the Gen-Con Game Fair in Milwaukee, or a limited edition solid pewter dragon. 

The contest is called the ADVANCED DUNGEONS & DRAGONS TRIV1ATHALON: 

The Arcane Challenge. It’s TSR’s biggest contest ever, and it even features a special daily telephone 
clue line. The promotion begins March 1 and ends May 31, 1996. To find the nearest hobby, book or comic 
store that carries TSR products and may have copies of the contest entry form, call 1-800-384-4TSR. 
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f y RELEASE CALENDAR 

M A To get your upcoming 
■ releases put in the Relea.se 

W Calendar, please send 
press to the 

Shadis office, (ax them to 
909-390-5446 or e-mail them to 
Shadis2@aol.com. 


LAST UMCO0J GAMES 

Fans have been screaming for the 
reprint of the Aria RPG basic books. 
Last Unicom Games announced On- 
Line that they were at the printer and 
would be available soon. We expect 
delays were caused by paper shortages 
— have you seen the site of these 
books? Fans of the game will be happy 
to see the product on the shelves again 
soon. 


MAY EVIL ONLY FEED ON YOUR 
NEIGHBOR 
(THE AEG PLUG) 

Legend of the Five Rings is still 
doing well at the retail level. Limited 
quantities of the Imperial Edition will 
be available through the end of 
February. Players anxiously await the 
release of Shadowlands, the first 
expansion set, which advances the 
storyline towards its conclusion in '97. 
The expansion is on schedule and due 
out in late March or mid-April. 

Reaper Miniatures put a little bug in 
our car. The L5R Honor Counters 
have hit the market. If you play Legend 
of the Five Rings, this finely crafted 
abacus-style counter is worth the asking 
price. 

T-shirts for each of the 8 Clans 
(including Scorpion and Naga) will be 
available sometime in March. These 
Ts. crafted by the fine folks at Bold City 
Graphics, will feature art from the game 
along with flavor text and clan logo’s. 


THE BEST KM) OF RELEASE 

Spearhead Games' Bloodiest Day 
Second Edition Rules are available for 
the price of a download. FTP it from: 
ftp.naucicon.net/pub/users/ 
jwerb/bd_ 2 ed.txt 
If you need 'em, get 'em. Free is 
always a good price. 


/ BACK ISSUE MADNESS! 


MAIL THIS AD TO: 

SHADIS Magazine 
4045 Guasti Rd„ Suite 212 
Ontario, CA 91761 


#9: SHADIS breaks into the big time with 
its first color cover. Includes 
Dream Park (the place, not 
the RPG), and Gary Gygax 
holding forth on his favorite 
games. _ @ $3.25 

# 10 : Grod Mondre Arena Combat, M:tG, 

■ EarthDawn, Manhunter, How 
to Stalk Vampires, and the 
Return of Joe Genera! 

_@ $3.25 



#12: Mapless mass combat, Amber Dice¬ 
less Role-Playing ', an adven¬ 
ture for BattleTech". Time 
Travelers Part Two, and the 
infamous "Tagger Magic” arti¬ 
cle! _@ $3.25 

#13: OmniMart for Over the Edge ', 

a "Scanners Say It's a...Drag¬ 
on?" - mixing SF & Fantasy, 
creating Cronies, and the Art 
of Horror Roleplaying. 

_@ $3.25 




#14: Roleplaying in the X-Files", an 

adventure for Star Wars", the 
debut of Gamemaster's 
Workshop", and the Jason 
Holmgren Knight Gallery '. 

@ $3.25 




#20: Roleplaying in the world of Brave- 
heart". Chinese Hermetic 
Magic for Shadowrun', offi¬ 
cial ships for Shatterzone", 
and NPC archetypes. 

@ $4.25 


H 


SI IADIS Presents! 

Back issues of our 
single-topic magazines. 

#17.5: SHADIS PRESENTS Card Games. 
Includes one of two unique 
SimCity ' cards, and rules and 
board for Combat Card 
Chess - board by Menges & 
O'Connor._ @ $4.25 

#17: The Conquering", a boardgame #18.5: SHADIS PRESENTS Movies and TV. 

: variant for Magic: the Gather- t With 6 insert cards! MST3K, 

ing. Includes board by Mark "Bikini Monsters of the Atomic 

Poole. Also: "Illuminating the ■VPi'l Planet "' an d "Creating Your 
Enemy" and "NPCs get a * Favorite RPG” from movies & 

Life". _ @ $4 25 TV _@ $4.25 


@ $4.25 

#16: Includes a free random M:tG-The 
Dark card! Also with "Ridicu- 
I lous Manor", "Tuning Your 
| Armies", Underground, and 
Twilight 2000. 

_ @ $4.25 





#18: SHADIS goes to town with five dif¬ 
ferent town- & city-themed 
articles. Also includes two Ice 
Age Magic: the Gathering ' 
cards 

_@ $4.25 

#19: Legoland’ Pirate Wars. GURPS " 
Navajo Magic, Space Fleet - 
Warp One. Slaughterball, and 
the Great Diceless Debate! 

_ @ $4.25 



#19.5: SHADIS PRESENTS Horror. 

Eeek! A big werewolf setting, 
some forensics fun, Cthulhu 
meets Man-O-War", and lots 
of GM Workshop tools. 

_@ $4.25 

#20.5: SHADIS PRESENTS On Tour. On 
the Edge", "Nazis -1 Hate 
These Guys!”, San Diablo - 
the Old West PlotWerks", 
and a spotlight on small 
press. _@ $4.25 



Shipping and handling M()"’ Po I Order.'' 

included in magazine prices! 1. Fill in the blanks above with the number of copies you wish to order of each magazine. 
- 2. Indicate on the IIANDY PAYMENT FOPM your total and method of payment. 


HANDY PAYMENT FORM: 

I want: 

_issues from the Early Days at $3.25 each: $_ 

_issues from the Modern Era at $4.25 each: $_ 

So my total is: $_ 


3. Fill in your address below, then tear out this ad (it’s OK, 

we won’t mind) and mail it to the address above. 

4. Wait 4-6 weeks and gorge yourself on a huge amount of 

gaming info! 

Name:_ 

Address: ___ 


I will be paying with: 

□ Check (enclosed) O Money order (enclosed) C,lty: 

□ Yap Island Stone Money (enclosed) (50 lbs. or larger only, please) State:_Zip: 

□ Visa/Mastercard (circle one) #_exp.- 







I WIN A COMPLETE SET OF , 

! HERESY: KINGDOM COME' 


IN THE WORLD OF THE FORSAKEN EARTH, ANGELS FIGHT FOR CONTROL OF 
MORTAL SOULS. BUT WHICH ANGELS ARE THE GOOD ONES AND WHICH ARE 
THE BAD ONES? SOMETIMES ITS TOUGH TO TELL SIDES. 

WE'VE LISTED FIVE ANGELS, ONLY ONE OF WHICH IS A BAAAP. SEND US A 
POST CARD WITH THE NAME OF THE INFERNAL HOST (THAT'S THE BAD 
ONE) AND YOU'LL BE ENTERED IN THE ONE OF THESE THINGS IS NOT LIKE 
THE OTHERS CONTEST. THE GRAND PRIZE WINNER WILL RECEIVE A FULL 
SET OF HERESY: KINGDOM COME 

ONLY ENTRY PER PERSON, PLEASE. WINNERS WILL BE SELECTED 
RANDOMLY FROM THE ENTRIES CONTAINING THE CORRECT ANSWER. SEND 
YOUR POSTCARDS TO: ONE OF THESE THINGS IS NOT LIKE THE OTHER, 4045 
GUASTI RD. #212, ONTARIO, CALIFORNIA 9I76I. 
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where prohibited by law. Discontinue use it rash develops. Store in a cool, dry place Avoid exposure to direct sunlight. Some assembly required. 
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WHAT IF 

GOD 

WAS ONE 
OF US? 
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ichael W. Kaluta, Craig Hamilton, 
Bernie Wrightson, Matt Sturm, 
Brom, J. O’Barr, Tim Bradstreet, 
'Richard Kane Ferguson, 
nese names alone should encourage you to go 
out and collect Heresy, the new CCG from Last 
Unicom Games. Without a doubt, it is the most 
beautiful game that the industry has ever 
published. 

The cards are 
magnificent, 
and 

consistently 
magnificent. 

Continuity 
was a 
consideration 
in the 
assignment of 
the pieces, 
making decks 
of similar 
elements have 
similar artists. 

The Art 
Director 
deserves big 
kudos. 

The 

background of 
the game is 
researched. 
thoroughly. 

For thqsp of 
you who are 
familjfc,with 
the Kabbalah, 
the Dead Sea 
Scrolls, Greek 
and Celtic 
folklore and 
mythology, 
you will'noc 

disappointed; 

Cards such as 
Wotan’s Hall, 

TirFo 
Thuinn, and 
Ophanii#l - 
Chief of the., 

Cherubim 
show just how 
familiar ffife" 
guys over at 
Last Unicom 
are with world 1 
mythology. 

This is, a sophisticated game designed for 
sophisticated players ... and that may be its most 
significant drawback. The type of audience this 
game draws is very limited in the gaming industry, 
which may keep people from playing the game. 

f- 1 W ./ fr- 7\ 


The world is so complete that Heresy screams for 
a role-playing game. The folks over at Last 
Unicorn have hinted that there’s one in the 
works, and I’d be willing to bet that if the card 
game is successful, we’ll be seeing Role-Playing in 
the Forsaken Earth very soon. 

Well, I’ve pretty much droned on about the art 
and the 
background 
and research, 
so now the 
big question 
for all you 
hard core 
gamers out 
there: How 
does the 
game actually 

play? 

In Heresy, 
you play one 
of the vnC' 
Celestial 
Host—Fallen 
or otherwise 
•—who have 
come to earth 
in the last 
days to help 
sort things 
out 

(Apocalypses 
can be messy 
things, you 
know). You 
are trying to 
gain "tau", 
the energy of 
all living 
things, and 
once you gain 
enough tau, 
you can open 
a gate to that 
big mana 
vault in the 
sky and soar 
on in with all 
of your 
followers 
behind you. 
The way you 
gather tau is 
by attacking 
the cities that 
your rivals 
control. If 

you successfully attack a city, you have a choice to 
either destroy it or drain it of its tau. If you chose 
to drain it, you do so with your Arrays in the ’net. 
Trust me, it’s not as complicated as it sounds. 

You have two kinds of “tau generating” cards: 
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1 OR JUST PLAY HERESY! 



occasions to build the nastiest little 
deck you’ve ever seen. It’s quick and mean and 
doesn’t allow you to get any cards into play. Like 1 
said, it scares me a little, but I'm sure that we’ll 
find a way to shut it down. 

Heresy is a beautiful game. Not only in the aft, but 
also in the eloquence of its style. The sysrem is 
simple and easy to learn -^SKhough alot of the 
terminology will be very different to the general 
gaming public. Ever since the publication of Aria 
(a wonderful RPG published by Last Unicom), 
I’ve gained a considerable amount of respect for 
those guys, and Heresy is another feather in their 
cap. 


DIVINOPOLIS 


Domains and Arrays. Domains are cities in the 
real world, and Arrays are artificial cities in the 
computer generated reality of the Matrix. At the 
beginning of your turn, you may play one Domain 
and one Array. You can also play characters that 
go out and kick angel butt for you, but you have 
to play them onto Domains or Arrays, you can’t 
have them just wandering around. Characters 
(Hosts and Heathens — or, Angels and the rest of 
us) can launch attacks from Domains to Domains 
or Arrays to Arrays, you can’t cross cultures here. 
Some Characters can “jack in” and "jack out”of 
the Matrix, and you use the Arrays to store the 
energy you collect from Domains you’ve attacked. 
When Hosts (again, angels) attack cities, they can 
carry Heathens along with 


On The Edge). I’ve played more than a dozen 
games of Heresy, and so far, none of us in our 
group has used the Aereopagus votes. We may be 
missing out on a vital part of the game’s strategy, 
but so far, we just haven't found a need to use 
them, yet. 

Despite the ease of play (1 only needed to read the 
rules twice, and that’s saying a lot -1 never got the 
hang of Magic’s complicated timing rules, etc.), 
there are two aspects of game play that frighten 
me: There is no minimum to the cards you can put 
in your deck. Even though you do lose when you 
run out of cards, there are plenty of cards that 
allow you to re-shuffle your deck with your 
discards. I've used this on many 


them, but they get big bonuses when they don’t. 
There’s some rules on who can move between 
Domains and when, making you really think 
about which Character to play where, and the‘ ”1 
Miracle cards allow you to pull some real rabbits 
out of your halo—I mean hat. Sorry. 

Angles can also call Aereopagus votes, although 
there doesn’t seem to be much of a benefit to the 
action. Many of the Title cards that you get from 
a successful vote only get you more votes, 
although there is a system of “duelling” between 
angels that uses the voting procedure, but any 
angel can back out of a vote with “flipping” (a 
kind of super-tap that’s also used in Atlas Games’ 
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[lATE BREAKING NEWS: 
I PROJECT DEMIURGE, 

■ THE FIRST EXPANSION 
■FOR HERESY IS 

| EXPECTED IN JUNE '96. 
. IT WILL ADD AROUND 
1100 CARDS TO THE 
I SET, EMPHASIZING 
| CYBER-MATRIX CARDS, 
I USEFUL POWERS, AND 

■ MRACLES. IT WILL 
1 ALSO REFLECT THE 
| STORYLINE PRESENT 

■ IN THE UPCOMING RPG, 

■ FOR WHICH NO 

| RELEASE DATE HAS 
| YET BEEN ANNOUNCED. 








GAME STORE FOCUS 


GAMES 

RAMON, CALIFORNIA 
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IT WAS ONLY A MONTH AGO THAT WE VISITED 
THE LITTLE STOKE IN THE LITTLE SHOPPING 
CENTER OUT IN SAN RAMON, CALIFORNIA AND 
THE MEMORY IS STILL VIVID IN MY MIND. 0 
GAMES HAS REALLY GOT ITS ACT TOGETHER. 
WE WENT OUT TO DEMO (INSERT YOUR 
FAVORITE COLLECTIBLE CARD GAME WITH 
SAMURAI AND NINJA HERE) AND WE WERE MET 
WITH MORE ENTHUSIASM THAN ALL THE 
OTHER STORES WE'VE DONE DEMOS FOR PUT 
TOGETHER. THE EMPLOYEES WERE FRIENDLY 
AND KNOWLEDGABLE THE STORE WAS CLEAN 
AND WELL-LIT, AND THE OWNER, EDNA, WAS 
ALL SMILES. WE WERE THREE GUYS ON A 
MEAN, NASTY ROAD TRIP AND SHE MADE US 
FEEL AT HOME 

IQ GAMES CARRIES ALL KINDS OF GAMES, 
INCLUDING ROLE-PLAYING GAMES, BOARD 
GAMES, FAMILY GAMES, ROAD GAMES AND 
EVEN ‘COUPLE GAMES' CYOU KNOW WHAT WE 
MEAN). THERES EVEN A SPECIAL ROOM 
RESERVED FOR BIRTHDAY PARTIES. EDNA IS 
SOMETHING THAT THE GAMING INDUSTRY 
NEEDS MORE OF: SOMEONE WHO UNDERSTANDS 
HOW A BUSINESS WORKS. SHE KEEPS A 
CONSTANT FLOW OF MERCHANDISE IN HER 
STORE, SHE WATCHES OUT FOR TRENDS AND 
KEEPS TRACK OF HER FREQUENT CUSTOMERS 
WITH MAILING LISTS. SHE HOLDS EVENTS 
(LIKE OUR DEMO) AND MAKES REAL PARTIES 
OUT OF THEM WHEN WE ARRIVED FOR THE 
DEMO, SHE HAD OVER SEVENTY-FIVE PEOPLE 
WHO HAD RSVP'D FOR THE EVENT AND HAD 
CATERED CHINESE FOOD WITH THE 
RESTAURANT NEXT DOOR. IT WAS AN INVITATION 
ONLY PARTY FOR HER CUSTOMERS, AND IT WAS 
A BLAST. 

IF YOU'RE LOOKING FOR A GAME STORE WITH A 
PROFESSIONAL AND INNOVATIVE APPROACH, 
YOU'LL WANT TO CHECK OUT IQ GAMES IN SAN 
RAMON, CALIFORNIA. ASK FOR EDNA, AND TELL 
HER THE GUYS FROM AEG SENT YOU. 


IQ GAMES 

3191 CROW CANYON PLACE 
SAN RAMON, CA 94583 
(510) 277-1102 
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ARE WE HAVING FUN YET? 

-^ 

ASK INTERN JEN! 0 

INTERN JEN IS THE NEWEST STAR IN 
THE CONSTELLATION THAT IS SNAPS. 
LET HER LIGHT UP VOUR LIFE WITH 
PERSONAL ADVICE ON ALL ISSUES- 
GAMING, YOUR LOVE LIFE, DEALING 
WITH YOUR FASCIST PARENTS, AND 
HOW MUCH TO ASK FOR THAT MOX 
EMERALD. EACH MONTH INTERN JEN (A REAL WOMAN) 
WILL PICK HER FAVORITE LETTERS AND ANSWER ALL 
YOUR WEIGHTY QUESTIONS IN THE EDGE SEND YOUR 
LETTERS TO: INTERN JEN, C/O SHADIS MAGAZINE, 4045 
GUASTI #212, ONTARIO, CALIFORNIA 91761. (SORRY, MOUSE 
POTATOES, NO EMAIL ACCEPTED. INTERN JEN DOESN'T 
HOLD WITH ALL THAT NEWFANGLED STUFF.) 



t WELCOME TO THE RAT RACE 

. EACH MONTH WE'RE GONNA HIDE 

MM A THIS RAT SOMEWHERE IN THE 

Vv MAGAZINE. IT CAN BE ANYWHERE; 

1 THE EDGE, SHADIS PROPER, 

| STRANGE VISTAS... ABOUT THE ONLY 
PLACE WE CANT PUT IT IS IN AN 
ad, BECAUSE WE'D GET SUED. THE 
FIRST READER TO SEND US A POSTCARD, LETTER, 
PACKAGE, OR MAIL BOMB WITH THE PAGE NUMBER OF 
EACH MONTH'S RECLUSIVE RODENT WILL WIN 
SOMETHING. JUST WHAT, EVEN WE DONT KNOW YET, 
BUT WE CAN GUARANTEE THAT IT WON'T SUCK. MUCH. 
SO, KEEP YOUR EYES PEELED. YOU MIGHT EVEN WIN A 
DATE WITH INTERN JEN. C/OU WISH.) 



| DOESNOT | 
COUNT! | 
! WE'RE GOING, 
TO MAKE I 
| YOU WORK 
FOR 


/ORK 1^ 

-£ 
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^IN THE TRENCHES^ 

! IS A MONTHLY ■ 
ARTICLE DEDICATED | 
TO THE GAME _ 
RETAILER. EACH 
. MONTH WE WILL 
J PROVIDE READERS I 
P WITH METHODS TO 1 2 
| IMPROVE CUSTOMER I 
f SATISFACTION, STORE ■ 
■ APPEARANCE, SALES I 
P TECHNIQUES, AND I 
PROFITS! 

I BRYAN WINTER IS THE - 
DESIGNER OF THE I 
_ DOOMTROOPER CARD _ 
I GAME, AMONG OTHER I 
■ PRODUCTS, AND HAS 1 
| BEEN INVOLVED IN I 
■ GAMING FOR ALMOST ■ 
20 YEARS. 



•BY BRYAN WKTER 
LESSON ONE 

GET OFF YOUR BUTT AMD ON THAT FLOOR! 

The number one rule for any retailer is 
“Make your customers feel welcome.” That 
means all customers. This may seem like an 
obvious thing to say, but I can’t tell you how 
many times 1 have entered a game store and felt 
invisible. Each person who comes through your 
door represents food on the table and a roof over 
your head. Remember that, because it is easy ro 
forget. 

When 1 enter a store where the staff sits 
behind the counter, does not recognize my 
presence or ask if 1 need assistance, I will 
probably not shop there. Not only am 1 
convinced that they do not care if 1 buy 
anything or not, 1 usually end up feeling like 1 
am a disturbance! If 1 have a question about a 
product, 1 probably won’t ask because 1 don’t 
want to bother the “busy" staff. 

However, there is a fine line to draw. 1 have 
also been in stores where the staff is stuck to me 
like glue, watching my every move, and hovering 
around me while I shop. This is equally 
unsettling. 1 feel like a suspect. 

Here are some simple ways to make your 
customers feel welcome and your sales staff more 
approachable. This will increase your repeat 
business and sales per customer. 

1) Greet customers when they enter. This is 
so basic yet so rare. Whenever the door opens 
someone should be ready with a “Good 
afternoon” and a “If you need any help, just ask.” 
Don’t get out of hand on this, because consumers 
are very “commission-conscious.” One very 
helpful way around this is to actually say “We 
don’t work on commission, so if you need help, 
just ask anyone.” You will be astounded how 
comfortable that simple statement makes people 
feel. 

2) Leave customers alone for a little while. 
Let them browse. Keep an eye on them, but keep 
it subtle. If they are still browsing around after a 
few minutes, ask if they are finding everything 
they need. If they have gravitated to a certain 
area or product, go over to them and ask if they 


have any specific questions. Above all, make 
them feel like they are in charge. 

3) Don’t rush the customer. When a 
customer says "I’m just looking around" that 
typically means “leave me alone.” Respect that! 
They know you are available to help, and will 
seek you out if they wish. If you keep asking if 
they need any help, they will feel rushed and 
browse their way right toward the exit. 

4) Have at least two employees working at 
all times. It’s not easy to help customers while 
you are guarding the cash register. When you 
have two or more employees working, one can 
stay behind the counter while the other “works 
the floor.” They can trade off and make a nice 
tag-team. 

5) If you don’t know an answer, don’t make 
one up. I’ve gotta tell you, nothing makes me 
exit a store faster than a salesperson who doesn't 
know an answer but tries to fake it. Be honest 
with your customers! If they have a question and 
you don’t know the answer, just tell them. The 
customer won’t mind at all. An important 
extension here is to try to find out what the 
answer is! As long as you try, the customer will 
be satisfied. 

6) Hire friendly people. Sound like a no- 
brainer? You’d be surprised. It is very easy, 
especially with younger customers and beginners, 
for the salesperson to develop a superior attitude. 
This makes the customer feel stupid for asking a 
question, and will drive them away from your 
store, never to return! Be supportive, helpful, 
and enthusiastic about your hobby. 

7) Be conscious about women customers. 
Let’s be honest here. Gaming is a big oP boy’s 
club with a “no girls allowed” sign on the front 
door. I’ve been to many game stores where this is 
perpetuated right in the store. Remember that 
women are getting into gaming more and more 
every year. You want to welcome those customers 
as much as the men. I will dedicate an entire 
article to this in the future, but keep one thing 
in mind. Be respectful! Don’t get all squirrely 
when a woman enters the store. I’ve seen many 
women leave stores because they felt the 
salespeople were hitting on them. And keep the 
Vampirella posters off the walls. 

—BRYAN WINTER 
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CASTING CALL 


SPIRIT RIDER (QTV 3) ( 0600 , THUNDER BIRD (CITY 
2) (0602), SERAPH (QTY 2) (0604), EPPIN6 
GUNBOAT (QTY 2) (0606), SORENSON III (QTY 2) 
(0608), PHARSIIII (QTY 2) (060) 
$5/PACK FROM RAFM'S SILENT DEATH™ LINE 


SPARROWHAWK (20-700, CORSAIR (20-702), 
STUKA (20-703), STINGRAY (20-703, CHIPPEWA 
(20-706), RIEVER (20-707) 
$4.25 TO $6.00/PACK FROM RAL PARTHA'S 
BATTLETECH™ LINE 




SURVEY SHIP (5814), MERC 
CRUISER (581$), PASSENGER 
LINER (5816), CLIPPER (5817), 2 
DIFFERENT CLIPPER MODS 
(5818 AND 5819) 

$625 TO 7.00/PACK FROM 
RAFM'S TRAVELLER: THE 
NEW ERA™ LINE 
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THE AXIOM 'WHERE QUALITY IS JOB ONE' MADE IT TO THE STARS, AND B. 
HOLDS THE COPYRIGHT. THESE TOUGHS ARE WELL TRAINED AND EOUIPP 



IMPERIAL. BLOOD BERETS 
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SAFE FOR CHILDREN & PETS 
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CAPITOL FREE MARINES 


FREE MARINES, SOME OF THE MOST RESPECTED SPECIAL FORCES IN THE 
MUTANT CHRONICLES UNIVERSE, FACE THE HORDES OF THE DARK LEGION ON A 
DAILY BASIS. DO YOU REALLY THINK CORPORATE FORCES ARE GONNA SHAKE 
’EM? WISE UP, GUNTHER! 


MISHIMA SAMURAI 


FOR WHAT MISHIMA FORCES MAY LACK IN OTHER RESPECTS, THEIR DISCIPLINE 
AND DEDICATION MORE THAN COMPENSATE WHEN THESE SAMURAI CHARGE, 
EVEN DIVINE INTERVENTION CAN ONLY SLOW THEM DOWN. 
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Mutzachans, and even more races are detailed in 
the Battlelords player’s guides. 

The 256-page rulebook also gives you the 
lowdown on a lot of other things, like Galactic 
history, armor and weapons, a corporate run¬ 
down, and naturally combat. If you like having a 
lot of rules to draw on, you’ll love Battlelords. 

The game mechanics have a lot of optional 
detail, covering all manner of topics: berserkers, 
resistance to biological and radiation hazards, 
critical hits and vehicle critical hits, cybernetics, 
cyberspace, grenades... the list goes on. Be 
warned that the game mechanics, like the game's 
background, have a complexity that is not appar¬ 
ent from reading the back of the book. For exam¬ 
ple, 1 have never seen a more detailed treatment 
of the way armor works than the one presented 
in Battlelords. (I’d have to put the game’s overall 
complexity at about Space Master or Millenium's 
End level.) That being said, it should also be 
pointed out that the skill-based task resolution 
system, which is what you’re using most of the 
time, strikes a good compromise between realism 
and playability. 

But the best part is that this stuff is fun to 
read. Humor is used liberally throughout the 
Battlelords line of products. It will have you 
rolling on the floor at times (check out the 
“Combat Example” on page 240 of the main 
rules) but it still manages to not become a come¬ 
dy. This is a difficult thing to do, and it is done 
well here. 

There are a bunch of Battlelords supplements 


\ *BY LAWRENCE ft SIMS AND , / 
THE BOYS FROM OOS 
t •PRODUCT LINE REVEW 
* BY MATT STAROSCK T 
’ \ ' ' et somethine straight right 

TIun i- not Tratcller. 2.W 
* or Star Wars. It’s not highbrow 
\ angst in a world of darkness. 

» Wh.u it i> is tins: big guns and 
% had attitudes You 
» Battlelord, the nickname 
\ given to corporate merce- 
in >he corrupt and 
» ultraviolent world of the 
« 2200s. Some Battlelords 
* are reviled as scum, 
ft while some are idolized 
by masses - Most, 
such as yourself, are 
^ just trying to live to their next 

paycheck. 

Don't get the idea that this is a simplistic 
game, however. At first, 1 honestly wasn't 
expecting much from the Battlelords of the 23rd 
Century line. But the more 1 read, the more 
hooked I got. For all the ultraviolent schtick it 
presents at first glance, this game has depth. 

Yeah, I said depth. You can’t always shoot your 
way to victory in this game. You have to think or 
you will get splattered yourself. Furthermore, it’s 
funny... even hysterical at times. And the rules 
are good too. 

One of the things that makes this an above- 
average product is the treatment of the different 
alien races. Each race is examined in great detail. 
A player will have no doubt about how to play 
their character due to the attention each race is 
given. You learn about their personality, history, 
what kind of pets they are likely to have, typical 
quotes, and more. A lot more. Some of the races 
are "matrix controllers.” (AKA psis, espers, 
psionicists, etc.) Each has a particular style and 
specialty. Each has a ton of effects detailed in the 
rules. Those of you who enjoy playing spellcast- 
ers in fantasy games will not be disappointed by 
the possibilities offered by the Chatilians and 


on the market. The material runs the gamut from 
the obligatory scenarios and equipment lists to 
the eclectic collection of information in the 
Galactic Underground series of player’s guides. All 
of it is as well-done as the core rule book. Unlike 
a lot of other games on the market right now, the 
supplements are truly optional—you don’t feel 
like you need to immediately go buy one to play 
the game the way the authors intended. But, if 
you do decide to pick one up, they are crammed 
full of useful, cool things. 
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The Galactic Underground, volumes I & II, are 
the Battlelords player’s guides. Both present new 
PC races and a multitude of optional rules— 
credit ratings, new skills, advanced grenade 
rules—the list goes on and on. There’s even a 
humor section in both GUs! Lock 'n' Load, the 
Battlelords war manual, is a huge supplement con¬ 
cerned with weapons, armor and anything else of 
interest to those who put themselves in the line 
of fire. No Man’s Land is another largish product 
detailing the various star systems players might 
have occasion to visit, and also includes a few 
new PC races. The two scenario books out now 
are Do Not Be Alarmed and Injection, which is 
campaign-length. Without giving too much 
away, it is safe to say that in Injection the charac¬ 
ters will have to deal with corrupt government 
officials, urban combat, organized crime, nuclear 
extortion, and a high-tech dungeon crawl 
through the sewers of a quarantined city. The 
Battlelords “monster manual" is Uncle Ernie and 
his Minions of Doom. Within this volume are list¬ 
ed the hordes of genetically engineered creatures 
cooked up by the galaxy's most notorious terror¬ 
ist. 

As if that wasn’t enough, there are 
Battlelords T-shirts, character sheets, and even a 
collectible card game. Plenty more Battlelords 
material is in the pipeline, too, and it looks like 
we’re in for a hell of a ride. All in all, I was quite 
taken with Battlelords. It is not flawless, howev¬ 
er. It’s got a rather bland look — the layout 
reminds me of the legions of Palladium RPG 
books. The game mechanics may be too much 
for those used to simpler systems, like White 
Wolf’s. And there’s some “silly tech" that may 
annoy hard SF fans. (You know who you are!) 
However, the product line’s strong points — 
detail, depth, and humor — really make it stand 
out. Suit up and look sharp — Battlelords of the 
23rd Century is here to stay. 


BATTLELORDS OF THE 
23RD CENTURY ($2195), 
UNCLE ERNIE AND HIS 
MINIONS OF DOOM ($H95), L0CK-N-L0AD ($15.95), 
THE GALACTIC UNDERGROUND I & II ($10.95 EAO, 
NO MAN'S LAND ($13.9$), INJECTION ($2.95), DO 
NOT BE ALARMED ($&9$), ADVANCED 
CHARACTER SHEETS ($3.95), BATTLELORDS 
COLLECTIBLE CARD GAME STARTER PACKS 
($7.9$) AND RENFORCEMENT PACKS ($2 AS) 
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CHECK OUT OUR 
UNBELIEVABLE 
BATTLELORDS 
SUBSCRIPTION 
DEAL ON PAGE 
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CHECK OUT THE 
NEXT EDGE WHERE I 
■ DOUG WILL COVER I 
K IMMORTAL EYES: 
“ THE TOYBOX, A I 

I SCENARIO FOR I 

, CHANGELING™. 



CHANGELJNG: THE DREAMNG™ 

•WHITE WOLF GAME STUDIO™ 

•$25.00/296 PAGES 
•REVIEWED BY DOUGLAS SEACAT 

Changeling: the Dreaming is the fifth and 
final of White Wolfs “Storyteller" role playing 
games, which allow players to become supernat¬ 
ural denizens of the “World of Darkness." It com¬ 
pares favorably with its predecessors (Vampire, 
Werewolf, Mage and 
Wraith), being self-con¬ 
tained and easy to absorb 
by newcomers. Those 
already familiar with 
other World of Darkness 
games can skip most of 
the rules and spend the 
bulk of their time on the 
background material, 
which is where White 
Wolf really shines anyhow. 

One reason the Storyteller system has 
worked well is that each game has a distinct 
atmosphere, despite coexisting in the same 
“modern day” world. Changeling continues this 
tradition, winning the prize as the most light¬ 
hearted and upbeat of these games (thus the 
bipolar opposite of Wraith). 

This is natural considering changelings are 


MORE REVIEWS FROM TO EDGE 

fairy creatures, most of whom have the bodies 
and minds of children and teenagers. The 
premise is that a human-looking child is some¬ 
times bom with the magical soul of a changeling. 
Eventually this fairy identity manifests, allowing 
the changeling into a fantastic world of illusions 
and dreams. This world is always just a step away, 
invisible to most mortals, and is filled with 
everything humanity has dreamed in myth and 
legend. Changeling culture is based loosely 



around a medieval theme of lords, ladies, the 
codes of chivalry, and noble houses. What this 
boils down to is a great framework for a 
Storyteller to create a fantasy setting while stay¬ 
ing close to the modem world. 

Like other White Wolf products, character 
generation is nicely done. Players can choose one 
of many different types of changelings, adopted 
from the folklore of many cultures, each of which 
has unique strengths and weaknesses. Character 
creation can be as quick or thorough as desired, 



SPELLBOUND™ 

ADVANCED DUNGEONS 6 DRAGONS™ SUPPLEMENT 
SETTING: FORGOTTEN REALMS™ 

PUBLISHER: TSR INC. 

AUTHOR: ANTHONY PRYOR 
•PRICE: $25.00 

•REVEW BY: KEITH H. EISENBEIS 


The Spellbound campaign 
expansion set offers new and 
interesting possibilities for the 
I Forgotten Realms game setting 
detailing three of the eastern 
nations: Thay, Aglarond, and 
Rashemen. This boxed set derives 
its name from the fact that each of these 
nations is the home to a society ruled by wiz¬ 
ards, and not just any wizards at that. All three 
realms boast at least one mage of 28th level or 
above. 


\ ' / 
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As far as contents, the set itself contains many 
accessories: a 128-page Campaign Guide, two 32- 
page adventures, a 16-page Monstrous 
Compendium supplement, 8 stock card sheets for 
use a player aids, and three full-color poster 
maps. The campaign book gives the standard 
types of information such as details on history, 
society, geography, and cities. Enough informa¬ 
tion is made available for the DM to form vari¬ 
ous adventures. 

The best feature of this setting is that it provides 
the characters with a great set of enemies in the 
Red Wizards. Good enemies are difficult to come 
by. Powerful and power hungry, these bad guys 
can make the players into great heroes. Thus the 
setting lends itself to all kinds of good adventure 
ideas. In addition to fighting for the Red 
Wizards' enemies in Aglarond and Rashemen, 
the Thayan governmental system lends itself to 
various intrigues and plots. This is because each 
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and the point-based generation system guaran¬ 
tees reasonably well balanced results. 

Despite the light tone and strong fantasy ele¬ 
ments, the authors have fortunately included a 
strong dark side to Changeling. Just like chil¬ 
dren, not all fairies are nice, and some are down¬ 
right diabolical, such as the Unseelie Redcaps 
who were named after a habit of dipping their 
hats in the blood of their victims. Since these 
changelings share their world with vampires, 
werewolves and other nasty critters, even the 
well-behaved ones are capable of being ruthless 
and cruel. This gritty edge is nice in a game 
which might otherwise have been sickly-sweet. 

The only major flaw is the cumbersome sys¬ 
tem of changeling powers, termed “cantrips.” 

The recommended method of using cards to 
combine Arts (the power itself), Realms (the tar¬ 
get), and Bunks (a silly act required by the power 
to operate) is not described adequately and isn't 
particularly enjoyable. This is a minor complaint, 
however, since the rest of the game is nicely 
done. 

Changeling seems particularly suited to GMs 
who want to play modern fantasy but feel con¬ 
strained by the lack of variety in existing sys¬ 
tems. Changeling can be a good way to get hard¬ 
core fantasy players into a modern setting with¬ 
out the normal transition pains. Those who like 
a stronger dose of horror in their White Wolf 
products should stick with Vampire and Wraith, 
but others are likely to find Changeling a 
refreshing change of pace. 


specialty school is run by one high-level mage 
who wields vast amounts of power and is fre¬ 
quently involved in plots against the others. The 
players could easily find themselves embroiled in 
one of these machinations. 

Aglarond is lackluster as far as role-playing 
opportunities but Rashemen is a land of barbar¬ 
ians and witches and both of these are provided 
as well designed character kits if the players are 
interested. 

The included adventures are of necessity for 
high level characters (8th-10th) but are well 
designed and provide a great opportunity for 
high level characters looking for new challenges. 
They both offer a chance to make powerful 
friends and equally powerful enemies. 

The set offers a good deal of opportunity for 
players that are getting tired of adventuring in 
the heart of the Forgotten Realms and want to 
add some spice to their campaign. 



WEBS BASIC GAMMG SYSTEM & WEB 
OF STARS 

•WRITTEN BY KEITH BAILEY ‘WEB GAMES 
85 PAGE RPG SYSTEM, & 204 PAGE SOURCEBOOK 
•REVIEWED BY DIRK DEJONG 


Look... Up on the shelf... It’s a i 

book... It’s a game... It’s an URPS? J 

The above line, while corny, correct- 
ly conveys the feeling most people have 
when confronted with one of the new 
breed of Universal Role-Playing 
Systems (URPS). Those who don’t 
profess ignorance usually go “Oh, Gawd. Not 
another GURPS wannabe." And, most of the 
time, they’re right. The market’s been flooded 
with companies trying to cash in on trends rang¬ 
ing from Magic to Vampire to GURPS. Still, 
every so often, a game comes through that’s real¬ 
ly worth taking off the shelf, and examining. 

Web Games’ Webs may be worth that second 
glance. 

The basic rules are essentially a stripped 
down version of many other URP systems, with 
a core set of stats, some advantages and disad¬ 
vantages, and a very well-done skill system (not 
perfect, but a hell of a lot better than most 
games of this type). The typesetting is very read¬ 
able, a nice touch that many bigger companies 
seem to have forgotten; but the art is atrocious. 
Don’t buy this system if you’re an art fan. All in 
all, a nice game, but nothing to write home 
about... so far. 

But, if Web of Stars, their first sourcebook, 
is any indication of things to come, Web Games 
might have a fighting chance at a winner. The 
cover art is gorgeous, the background is filled in 
nicely (and it’s not a conventional one at that), 
and it includes cyberspace rules (without the 
cyberpunk attitude). In short, while not perfect, 
it comes closer to the mark than most of the 
stuff I’ve seen these past few years. There are 
some discrepancies within the basic rules (Basic 
Rules Archetypes become Character Packages, 
for example) and, except for Earth, you're left to 
determine what form(s) of interstellar flight are 
used (rules for many types are given) and what 
types and level of tech each race uses. Minor 
quibbles, especially since most GMs want to per¬ 
sonalize their universe to a greater or lesser 
degree. 

If you’re looking for a replacement for the 
GURPS rules, or are in the market for an URPS 
for the first time, give Webs a chance. If the 
next sourcebook releases are as good as Web of 
Stars, this might be a much better deal than 
GURPS for people who want an URPS but 
aren’t interested in specific (and expensive) high 
profile fiction backgrounds, w 
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The Call of Cthulhu® Collectable Card Game 


A 


Rising in March 1996. 


From the tentacles of Chaosium. 

V A. 


For more information or to order a free catalog call 510-547-7681. 


Please visit our new Web Page at http://www.sirius.com/~chaosium/chaosium.html 
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ENOUGH REVIEWS TO CHOKE A YAK 



The rules are simple and lethal. It's all based 
on a system that has you roll your attributes 
against your skills, something I've never seen 
before. If you've got a 4 Dex and a 3 Firearms, 
you roll four 10-siders and every one that rolls 3 
or lower counts as a success. It’s cute, quick and 
effective. Other character stuff like Sins, Ennui 
and Freewill allow the game master to really add 
a lot to the role-playing. Your Sin is what kept 
you on Earth and kept you out of the Afterlife, 
Ennui reflects the effect that solitude has on your 
character, and Freewill is the determination your 
character has to keep going, no matter how dis¬ 
mal things may appear. 

It's a little Mod Max with a lot of religion. 
Mix in some of Stephen King’s The Stand and a 
bit more of the recent Christopher Walken film 
The Prophesy (now available on video and highly 
recommended), and you've got the makings of an 
exciting role-playing setting that makes all the 
other "dark theology" games look like they’re 
made of marshmallow. 


THE END 

•SCAPEGOAT GAMES 
•$ 20.00 

•REVIEWED BY JOHN WICK 


Now before I get started on this, let me say 
that I was bom and bred a Christian. I was raised 
in a Christian household with two Christian par¬ 
ents, went to a Catholic school and I have a 
high regard for the teachings of Jesus. That being 
said, 1 can give you no good reason why this 
game was banned from GenCon. There's a lot of 
theological horror games out on the market right 
now, and as far as 1 can tell, The End is not only 
the most heavily researched game about role- 
playing after the Apocalypse, but is also the most 
faithful and respectful to the Christian version of 
Ragnarok. You can tell these guys did their 
research. They have the names of the relevant 
angels correct, they counted on the differences 
between our calendar and the calendar John of 
Patmos would have used (the end of the world 
comes in 2003, not 2000 as we Christians 
expected) and they put thought into what 
Heaven would consider "sinful." 

The End takes place in the year 2004 and all 
the Seals that John listed in the Book of 
Revelations have been broken. The Four 
Horsemen had their way with Earth and all 
the souls that were destined for Heaven or 
Hell have been snatched away. So, who's left? 

Why, the meek, of course, or don't you remem- - 
ber: "The meek shall inherit the Earth"? That \ 
means that everyone who was apathetic to the 
whole Good vs. Evil question got left out of the 
equation. God doesn't care about you, Satan 
doesn’t care about you, and when you die you 
don't go anywhere, you just die. Pretty bleak, eh? 
Well, it’s supposed to be. 

The book is not only well-researched, but it's 
also well-written. The authors make sure the 
reader understands the implications of a world 
where both God and Satan have turned their 
backs on the mortals that have been left behind 
after the Judgment. The pockets of civilisation 
that have managed to scrape themselves together 
make sense, and there’s plenty of mystery for the 
players to investigate (including something that 
got left over in Washington D.C.). 

The graphic design and layout of the book 
vary greatly. Some of the art is outstanding, the 
rest is average at best. However, the book is struc¬ 
tured well. All the information you need on a 
specific subject (Character Creation, Combat, 

GM tables, etc.) is in one place, eliminating 
unnecessary flipping from section to section. 


NOT PULLNG ANY PUNCHES, 
SCAPEGOATS THEBCS THE 
COOLEST POST-HOLOCAUST 
GAME WEVE EVES SEEK 


EDGE NUMER0 UNO 





















YA LIKE THOSE REVIEWS, KIDS? 


HIDDEN NVASION 

•BY PAUL A. LIDBEPG 
•NIGHTSHIFT GAMES 
•REVIEWED BY TONY LEE 


They’re here. I swear, they’re here! 
Nonsense??? Fool! The aliens are watching you 
at this very moment; you may well be their 
next pawn, their subject of manipulation! 

This conspiracy must be stopped, 1 tell you, 
before earth becomes one big subjugated crop 
circle to the little grey guys! 

Start fighting the deception with this—the 
Hidden Invasion RPG from Nightshift 
Games, as good a primer to the alien plot v 
as any. The schemes these 
midgets from outer space 
pulled will shock the 
Roswell outta you... 

Cattle don’t get mutilated because they like 
beef, and people don’t get abducted because 
they want our women, 1 tell ya! And it figures 
that our government is in on the coup; ever 
heard of Area 51, MJ-12, Project Bluebook? 
Even the aliens are at odd with one another 
The small Greys want the world, the Free 
Nordics hate them, the Pleiadians just want J 
to watch, and the Reptilians don’t like any- I 
body. Hidden Invasion spills the beans, S 

you’ll see. b 

And son, you will buck the conspiracy I 
in cinematic fashion, thanks to a breezy f 
system that lets you get right down to this ■ 
UFO business. Characters are defined by M 
allocating 10d6 to Talents and Knacks 


rather 

than a set of stats. 

Rolling d6’s equal to 

your Talent against a Difficulty Rating deter¬ 
mines the outcome. It is fast, easy, and while 
some might argue the handful of dice is too 
unpredictable and pro- 

} duces unrealistic curves, 

this is perfectly accept- 
able—even preferred—for the 
cinematic feel Hidden Invasion intends to 
bring out. Realism does intrude into combat, 
however, with rules for cover, armor, rate of 
fire, etc., being perhaps a bit too much. 
Overall, this is a system that stays mostly out 

! players’ way and let the theatrics of kick- 
g the aliens’ and their conspirators’ butt 
ifold. Then you might want to immortalize 
aur triumph with the load of cut-out head- 
ines provided in the back of the book! 

Some of you might think this is some 
kind of humorous “X-File”, but tell that to 
the Men in Black when they come 
knocking on yer door! The threat is real, 
man. Get Hidden Invasion, and fight 
them off before it’s too late! 


FINDING THE LOST CITY 


Strangely enough, the father of modern logic. Plato, is responsible for one of the greatest folk-tales of I 
all time. He was the first one to tell the story of the lost city of Atlantis. He placed it beyond the 
Pillars of Heracles, which today we know as the Strait of Gibraltar. According to the Egyptians who 
told Plato’s ancestor Solon the story, the tragedy occured 9,000 years before Solon’s birth. Geological 
evidence shows that the Atlantic Ocean has not changed for millions of years, so if there was an 
Atlantis, it would have to be elsewhere. The civilization that Plato describes could have been the 
Minoan culture, which was in Crete. It was a civilization that had iron smelting, engineering and writ¬ 
ten laws, but disappeared somewhere in the 15th cenmry B.C. The disappearance of the Minoans has 
long been a mystery, although current speculations credit the volcano on Thera — which erupted 
around 1470 BC — for the disappearance. If the volcano didn’t kill them, it would certainly have 
made them vulnerable to invasions. Another problem lies in the translation of Plato’s story. The 
Greek word for “greater than" is very similar to the word "midway.’’ Plato said that Atlantis was J 
“greater than” Libya and Asia ... or did he say it was midway between Libya and Asia? Also, there 
are three land masses that are known as “The Pillars of Heracles," thus leaving the location of 
Atlantis vague at best. 


EDGE NUMERO UNO 





AND NOW FOR SOMETHING 



LANDSCAPE GENERATOR SHOOTOUT 

VISTAPRO v3.0 vs KPT BRYCE TO 


•REVIEWED BY MATT 
STAROSCIK 

Gamers like creating 
worlds, and that’s what 
these programs are 
designed to let you do. If 
you are the type of GM 
that’s always making maps 
for your players, you may 
well get hooked on land¬ 
scape rendering—finally, 
there's a way to show the 
players just what they 
would be seeing, whether 
ixin, a lush sylvan forest, or 
>n Mars. If you aren't a GM 
you’ll still enjoy exploring 
virtual worlds without end. 

There are so many pos¬ 
sibilities inherent in each 
of these programs that you 
may have many sleepless 
nights indulging your cre¬ 
ative visions. Not being 
much of an artist myself, 
using these programs made 
me feel as if 1 had suddenly 
been granted to ability to 
draw or paint. 

Vistapro and KPT 
Bryce are similar in many ways. They each let 
you create realistic or fantastic landscapes. You 
have total control over the 
colors used, the camera 
angles, the lighting, and 
the level of detail. Under 
the best conditions, you 
can produce images that 
actually look like pho¬ 
tographs. 

Another similarity 
between these two pro¬ 
grams is their insatiable 
demand for computer 
power. Depending on the 
speed of your computer and 
the complexity of the scene, you’re looking at 
rendering times of anywhere from minutes to 


hours. Unless you like to wait, this is really 
PowerPC and Pentium territory. 

While these programs have many similarities, 
they have enough differences to make choosing 
between them a difficult proposition. 

VISTAPRO 

Vistapro does a good job of rendering land¬ 
scapes, complete with foliage and rivers, but 
that’s where it reaches its limit. You can create 
some simple objects in a scene but there is no 
practical way to create anything with a lot of 
detail, like a castle or crashed starship. 

One of Vistapro’s strongest points is the abili¬ 
ty to create QuickTime animations. Once you 
have a scene you like, you can create a fly- 
through movie. It’s easy to set up but it does take 
a long time to render, though it’s worth every sec¬ 
ond of computer time. 

KPT BRYCE 

Bryce is a different sort of animal from 
Vistapro, sporting more flexible scene creation 
tools. Whereas Vistapro is exclusively a landscape 
generator, Bryce is a more general-purpose ren¬ 
dering package that happens to lean heavily 
towards landscape work. The rendering engine 
Bryce uses is extremely sophisticated, capable of 
producing photorealistic images for skilled users. 
It is in fact professional quality, and you have 
likely seen Bryce images without knowing it. 

With enough skill and patience, you can cre¬ 
ate some complex objects that look eerily real 
when rendered. It’s well within Bryce’s capabili¬ 
ties to create a scene with two spacecraft locked 
in combat, for example. The challenge lies in 
learning how to build the ships from the basic 
shapes you have to work with. 

THE BOTTOM LINE 

If you are interested in doing nothing but 
landscapes, it’s a toss-up. Go for Vistapro if you 
want to do animation—go for Bryce if you are 
more concerned with high-quality stills. 
However, if you ever wish to move beyond land¬ 
scapes, Bryce is the clear choice due to its flexi¬ 
bility. 


KPT BRYCE 101 • PUBLISHER: METATOOLS (805) 566-6200 • CO-ROM OR FLOPPY • $90-$120 ON THE STREET • 680X0 MAC WITH 
FPU OR POWER MAC (NATIVE) ••• VISTAPRO 3.0 • PUBLISHER: VIRTUAL REALITY LABORATORIES, INC. (805) 545-8515 • CD-ROM 
• $50 ON THE STREET (MACINTOSH AND WINDOWS) • REQUIREMENTS: MAC: 68020 OR POWER MAC (NATIVE), 4MB FREE RAM, 
SYSTEM 7 PCOOS OR WINDOWS, 8MB RAM (32-BIT APP) 


SHADIS TWENTY-THREE 








COMPLETELY DIFFERENT -REVIEWS! 


ALLIED GENERAL 

•STRATEGIC SIMULATIONS, INC. 

•CD-ROM (WINDOWS 95/3.1 OR MACINTOSH) 

•$40 ON THE STREET 

•REQUIREMENTS: PC-8MB RAM SVGA MAC-8MB RAM 
•REVIEWED BY MATT STAROSCIK 


If you are like myself, you may have felt 
guilty about many years of utterly neglecting 
wargaming in favor of RPGs and video games. 
Every time I walk by a wargamer’s table at a 
game convention and see a grizzled old veteran 
of a thousand battles push a stack of counters 
towards enemy lines I think, “You know, I should 
really give that a chance. After all, wargaming 
started it all. And little wars are neat.” 1 then 
hide my Vampire: the Masquerade shirt in 
shame and move on. But, aside from dabbling in 
some older games like Centurion (FASA) and 
the classic Ogre (Steve Jackson Games), 1 have 
steered clear of games with hex maps and coun¬ 
ters. Part of the problem has been finding the 
right game, and part of the problem has been 
getting into the game’s mechanics. 

SSI has come to the rescue. Allied General 
gives you all the fun of moving little tanks 
around on little hexes and shelling little soldiers 
with little artillery pieces without the hassle of 
sorting counters and keeping notes. If you have 
ever felt the urge to give old-fashioned World 
War II wargaming a try, this is a great way to do 
it. It does all the book-keeping for you, letting 
you concentrate on strategy. There are over 35 
scenarios included plus a scenario editor for 
when those run out, and you can play as an 
American, British, Russian, or German comman¬ 
der. Perhaps best of all, you can play against a 
friend via email! 


If you already like historical wargaming, you 
are apt to enjoy Allied General a great deal. If 
you are curious about wargaming, this is a great 
way to start—1 have a feeling that many people 
who enjoy computer strategy games like 
Civilization and Master of Magic will really get 
into Allied General if they give it a 



A5TR0L0GJCUS & TERRALOGICUS 

•L0GCRUCI8LE. INC. 

•(816) 767-0500 LOGtCRUCBL@AOL.COM 
•$39.95 EACH OR BOTH FOR $64.95 
•REQUIREMENTS: '386, VGA. 1MB RAM 
•REVIEWED BY MATT STAROSCIK 

The Logicus utilities were the coolest gaming 
software at the last GenCon. Astrologicus is 
designed to simulate the formation of galaxies 
and solar systems,and Terralogicus simulates the 
geography of planets. The programs are designed 
to work together, and it is hard to imagine one 
being used without the other. 

Astrologicus will be a boon to those GMs 
who have labored over the star-system genera¬ 
tion tables sci-fi roleplaying products such as 




Traveller: The New Era, as it instantly creates 
complete planetary systems. You can also see a 
detailed analysis of the type of resources offered 
by each planet, as well as surface gravity, atmos¬ 
pheric composition, climate analysis, and ecosys¬ 
tem breakdown. Astrologicus will also simulate 
the formation of galaxies. Unfortunately, 
Astrologicus does not support custom star maps. 
If you want simulate our own stellar neighbor¬ 
hood, the setting used in several RPGs, you are 
out of luck. 

Terralogicus picks up where Astrologicus 
leaves off — the planetary surface. A hex map 
(color-coded by terrain type) is used to represent 
the geography of the surface. You can specify the 
percentage of different terrain types present or 
explore a planet created with Astrologicus. If the 
planet is inhabited, you'll even see roads and 
cities. Both programs let you put labels all over 
the place, and you can also have reminders pop¬ 
ping up as you access different parts of the map. 

These programs don’t have a lot of window 
dressing; the graphics are plain and the interface 
is, well, unpolished. However, even with their 
shortcomings Astrologicus and Terralogicus are 
fantastic tools with no real rivals. If you want 
worlds within arm’s reach, check 


Hoom in allTEA 

I THE WAY TO f-METER |i 
RESOLUTION. Jl 
■ DISPLAY CONTOUR I 
| LINES, ROADS, CITIES, ■ 
^AND TERRAIN TYPES ^ 
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KNIGHTS ff 
DINNER TABLE ^ 


Clear off the kitchen table because the boys of the KODT 
are about to arrive at your front door via the (I.S. Mail! 

That is, if you’re clever enough to take advan- -— 

tage of the new KODT subscription offer. \ ___ =2S r\^|j| 


TEN BUCKS?? 

THAT KIND A MONEY COULD 
BUY A PIZZA OR A 
HACKMASTER SUPPLEMENT 


PIZZA HUH? 

1 YOU WANNA? 


With your subscription, you 
are guaranteed of not missing \ \.'s? 
out on these limited run comics. \ 
Each 32-page comic presents mM 
all NEW expanded adventures for ||| 
the boys as they toss dice, scarf \ « 
pizza and throw insults at each \ 
other. Yeah, that’s right, just like 
the guys you game with. \.y 

Subscribe today and receive the ui 
next four issues (4 thru 7) for only JA 

$10.00. M 

Back Issues: ™ 

KODT #2: 

Gluttons for Punishment $3.50 

KODT #3: 

License to Loot $3.50 

KODT #4: (Available Dec 15, 1995) 

Have Dice Will Travel $3.50 


WEIRD PETE’S 

BASEMENT SPECIAL 


I WEIRD PETE was holding out on KODT 
_^ fans everywhere! KODT#l has been sold out for 
months, but stingy ol’ Pete was hoarding 25 copies 
in the basement of his gameshop. Fortunately, Pete lost his 
shirt by over-purchasing cases of SPELUACKED" cards and 
needs to pay the rent. 

The first 25 respondents to this offer will receive 1st print-run 
issues of KODT #1, #2 and #3!! As a bonus, you can request to 
have your issues signed by the artist. Only $15.00! 

Product: KODT-SPOl 





B.A. FELTON METAL PINS 

Available Now! Everybody's favorite CM. B A. FELTON! Immortalized in metal by sculptor. 
Tom Meir! No picture available for this metal pin but it’s based on the image of B.A. to the left 
with the words, "Because I'm the GM!" emblazoned across the front of his GM's screen. B.A. 
in all his glory, right down to the 3-day stubble on his chin and unkempt hair. Only $5.00! 

Product: KODT-2001 







COMING 

SOON! 


KNIGHTS the 1997 DESK 

DINNER TABLE calendar 

Available Summer ‘96 



For a catalogue of KODT comics and relat¬ 
ed products, send $1.50 for S&H to: 

KODT ENTERPRISES ^ 

8780 19th St. Box#181 \T 
/ v Alta Loma, CA 91701 j \\ 

\ Email: JollyRB@aol.com _r 













THE ADVENTURES OF 




THE AVERA6E MAN 


This month’s previous gravidity: 

Joe Weighs in! a 

An Average Thanks to Franklin VJ. Cain 

HOW MUCH DOBS JOB WEIGH? /T 




Joe Joe's Sister 

AD&D(TSR) 173 lbs. 143 lbs. 

Champions (Hero Games) 220 lbs. 220 lbs. 

GURPS (Steve Jackson) 150 lbs. 135 lbs. 

Shadowrun (FASA) 150 lbs. 150 lbs. 

Traveller (GDW) 176 lbs. 143 lbs. 

The average weight for a North American male 
164 lbs., according to The Sizesaurus by Stephen 
Strauss (Key Porter Books. Toronto 1995)v®jf^^^^ 



HE’S NOT HEAW— 

HE’S JUST AVERAGE 

In Hero Games’ Hew System, Joe can 
carry a 220-lb. man on his back and 
still run at his full movement rate of 
14.4 miles per hour. 




WHO IS JOB? 


Joe Gemro is the 


Average Man". His at 


tributes are average. His 


skills are average. His 


rolls are average. 


He is the unsung hero 


of role~playing games] 


What chance does Joe 


variety cybered techno 


gothic dark horror magic 


the rules you use. 


alculalcd with either 


The Adventure* of Joe Genero. The Average Man" is 01996 J. A. Holmgren aid Sanguine Productions Ltd. All rights reserv ed. Nobody rip anything off. okav? 


ALL THAT ANGST MUST REALLy *4$$ 

WEIGH THEM DOWN . * 

In White Wolf s Vampire, an Average 
Man has less than a 50% chance of 
being able to pick up a 150 lb. body. 

To make matters worse, he has about a P 

20% of “botching” the job and hurting #g ] 

himself in some way! e ==f\^n > 


^ - c O 





















































Finieous Fingers and Friends in: Enter the Emperor. 


Finieous and Jacqueline d’Chien attempt to escape from the Space Imperial Marines 


(CHUNK 


THE PLAN WAS TO FIND THE SPACEPORT! 
J THINK ITS THROU6H THIS DOOR! HURRY! 


WHAT'S WITH A LL THE 
WEIRD MOOD 

^LIGHTING? ^ 










Meanwhile, Boredflak the Mighty Boit-Lobber searches for clues about Finieous’ disappearance... 



Created by J.D.Webster • Written 8. Drawn by J.A-Holmgren • ©1996 J.A.Holmgren Sanguine Productions Ltd. All rights reserved. 









VAMPIRE: THE DARK AGES TAKES YOU TO 
THE TWELFTH CENTURY, WHEN THE KINDRED RODE 
AS LORDS. UNFETTERED BY ANY MASQUERADE, THEY 
BUILT KINGDOMS AND BATHED IN BLOOD. 


GLORY AND TERROR AWAIT IN THE SHAD 
OWS OF THE PAST...BUT BEWARE, THE DARKNESS YOU 
NEED FEAR MOST IS THE DARKNESS WITHIN 
YOURSELF. 


VAMPIRE: THE DARK AGES IS A HARDCOVER. 
STAND-ALONE GAME THAT IS COMPLETELY COMPAT¬ 
IBLE WITH VAMPIRE: THE MASQUERADE 


SPRING, 1996 

Featuring artwork by John Bolton 


Vampire: The Masquerade is a Registered Trademark and Vampire: The Dart Ages is a Trademark of White Wolf Inc. All rights reserved. 




The fourth edition of the 
avvacd-wimiing medieval 
fantasy roleplaying game 
from Wizards of tke Coast" 
featuring; 

• The most complete, comprehensive 

k magic system in gaming 
B • Troupe Play , with a variety of 
roles for each player 
■ • tligh quality, full-color interiors 


Afs Vitam Jnlwstfat ~ 

Check local <yame retailers for availability. Wizards of the Coast Cusfqnir^r S 
Wizards of the Coast Website; http-'/wwvv’.wizards.com/ArsjMagi. 


Wows or die Coast s a registered trademark of Wizards ol the Coast, Inr. Illustration 


© 1995 Wizords of the (oast, lot. All rights reserved. Ars Mogka and Troupe Ploy are 

















